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HI 8 Game, is BY od — four Perſacs, 
who cut the e to ſettle the Part- 
ners; and thoſe who cut the two. higheſt 
Cards, are Partners againſt thoſe who cut the 
two loweſt. The Perſon who cuts the loweſt 
Card is Intitled to the Deal. 
Each Perſon has a Right to Muffe the Cards 
before the Deal, and the eldeſt Hand may 


ſhuffle them laſt, excepting the Dealer. 


The Deal is made by having the Pack cut 
by the Right - hand Adverſary, and the Dealer 
oo to Liftribute the Cards, one at a Time, to 
each of the Players, till he comes to the laſt 
Card, which, he turns up, being the Trump, 
and leaves ĩt on the Table till the firſt Trick js 
played. 

The Perſon on che Dealer s left Hand i is the 
elder Hand, and plays firſt; and whoever wins 
the Frick, becomes elder Hand, and plays 
againz and ſo on till all the Cards are 240 
out. The Ace, King, Queen, and Knave of 
1T:rumps are called Honours; and when either 
of, the Parties has in his own Hand, or between 
himſelf and his Partner, three Honours, | they, 
count two Points towards the Game; and in 
caſe they ſhould have the four Honours, WM 
count 12 5 a ” & outs more, 06. 
Game. 9); boog 3 
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By EDMOND (HOYLE, - Gen. * 


s 1 # -f _- - R 
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Home GENERAL Nee to d en by 


BEGINNERS, | 


L , 


HEN you lead, begin wich the belt 
Suit in your Hand ; ; if you have a Se- 


| quence of King, Queen, and Knave, or Queen, 


nave, and Ten, they are ſure Leads, and ne- 
ver fail gaining the Tenace to yourſelf or Part- 
ner in other Suits ; and begin with the higheſt 


of the Sequence, unleſs you have 5 in Num- 


—— : In that Caſe play the loweſt (except in 


ſy, when you Su 4 always play the 
Heh ) in order Wh et the Ace or Js out of 


|. Noor Partner's or Adverfary's Hand, by which 


eans you make Room for your Suit. 
II. If you have 5 of the ſmalleſt Tremps, 


and not one good Card in the other Suits, trump 
out; which will have 4his good Conſequence 
at 


nner 11 iy om 


.  -Theforfpoing Caſe refe 


The G AMR of WHIST. 3 
at leaſt,. to make your Partner the laſt Player, 
and by that Means give him the Tenace. 

III. If you have 2 ſmall Trumps only, with 
Ace and King of two other Suits, and a Defi- 


ciency of the fourth Suit, make as many T ricks 


as you can immediately; and if your Partner 
refuſes either of your: Suits, do not force him, 
becauſe that may weaken his Game too much. 
IV. You need ſeldom return your Partner's 
Lead, if you have good Suits of your own ta 
play, unleſs it be to. endeavour to fave or win 
a Ca What is meant by good Suits, is, in 
caſe you ſhall have Sequences of King, Queen, 
and Tn, or Queen, Knave, and Ten. 
V. If you have each. 5 Tricks, and you are 


aſſured of getting 2 Tricks in'your own Hand, 


do not fail winning them, in Expectation of 
ſcoring 2 that Deal; becauſe if you loſe the odd 
Trick, it makes 2 Difference, and you play 2 
to 1 OILS EE 251 | 
An Exception to the foregoing Rule is, whe 
py ſee a Probability either of e ur 
ich 


Lurch or winning the Gamg, in eitlſer o 
Caſes you are to riſ the od Friel, 1 
> 8 | | 12 n L or tw , 
becauſe the Share pf the Stgke, ll your Ad- 

| mount to 
FO- WHIGH-FoL riſk by 


$ ro Oh VI. Caſe 


3 
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n The GAuE of W HIS T. 
VII. If your Adverſary i is 6 or 7 Love, and 


| you are to lead, your Buſineſs in that Cafe is 


to riſk a Trick or two, in hopes of putting your 
Game upon an Equality; therefore, admitting 
ou have the Queen or  Knave, and 1 other 
rump, and no good Cards in other Suits, play 


out your Queen or K nave of Trumps; by which 


eans you will ſtrengthen [your Partner's 
Game, it he is ſtrong in T rumps; ; if he i is weak, 
you do him no Injury. 

VIII. If you are four of the Game, you 
mult play for an odd Trick, becauſe it ſaves 
one half of the Stake which you play for; and, 
in order to win the odd Trick, though you are 


pretty ſtrong in Trumps, be cautious how you 


trump out. What is meant by Strength in 
Trumps, is, in caſe you ſhould have 1 Ho- 
nour and 3 Trumps. 8 

IX. If you are g of the Game, and though | 
very ſtrong in Trumps, if you obſerve your 
Partner to have a Chance of trumping any of 
your Adverſary's Suits; in that Caſe do not 
trump out, but give him an Opportunity of 
trumping thoſe Suits. If your Game is ſcored 
I, 2, or 3, you muſt play the Reverſe; and 
alſo at 5, 6, or 75 b becauſe, ini theſe two laſt re- 
Cited, Caſes, you for more than i Point. 

X. If you are Aa lat Player, and find that the 
third Hand cannot put on à good Card to his 
Partner's Lead, admitting you have no,g 
Game of your own to. play, return the Li 
upon the ee which "gives your Paine 

* 28. attack 


- ». . 
* — 
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che T enace in that Suit, and often obliges the 
Adverſary to change Suits, and conſequently 
gains the Lenace in that new Suit alſo. 


' XI. If you have Ace, King, and four ſmall 
Trumps, begin with a fmall one; becauſe it is 
an. 100 Wager that your Partner has a better 
Tromphag. the {+ Player: if ſo, you have 
three Rounds of. I rumps ; if not, you cannot 
fetch out all the Trump. 
XII. If. you have Ace, Kine, Knave, and 


8 


three ſmall Trumps, begin with the King, and 
then play the Ace (except one of the Adverſa- 


ries refuſes PTrumps) becauſe the Odds is in 


4 * Fe 


yout Favour that the Queen falls. 
XII. IH yo hape Ning, Queen, and four 
ſmall Trumps, begin with a ſmall one, becauſe 
the Odds is on your Side that your Partner has 
an Honour. .....- 45 4 0 a6: e bit 

XIV. If you have King, Queen, Ten, and 
three ſmall T rumps, begin with the King, be- 
cauſe you have a fair Chance that the K nave 
falls in the ſecond. Round, or you may wait to 
fineſſe your Ten upon the Return of Trumps 
Refers to Chap. VII. Caſe 1, 2, 3. | 


XV. If you have Queen, Knave, and four 


ſmall Trumps, begin with a ſmall one, becauſe 
the Odds is in your Fayour that. your Partner 
has an Honour. | 367 


"XVI, IF yoy bave Queen, Knaye, Nine, aod 


three ſmall rumps, begin with the Queen; 


becnäſe you have a fair Chance that the Ten 


* falls 


8 Gans of WHIS T. 
falls in the ſecond Round; or you may wait to 
fineſſe the Nin. „C ͤ A | 
Refers to Chap. VII. Caſe 1, 2, 3. 


. 


XVII. If you have Knave, Ten, and four 
ſmall Trumps, begin with a ſmall one, for the 
Reaſons affigned in Nat. 
XVIII. If you have Knave, Ten, Eight, 
and three ſmall Trumps, begin with the Knave, 
in order to prevent the Nine from making a 
Trick, and the Odds is in your Favour that 
the three Honours fall in two Rounds. 
XIX. If you have fax Trumps of a lower 
Denomination, you are to begin with the 
loweſt, unleſs you ſhould have Ten, Nine, 
and Eight, and an Honour turns up againſt 
vou; in that Caſe; if you are to play through 
the Honour, begin with the Ten, which obliges 
the Adverſary to play his Honour to his Diſad- 
vantage, or leave it in your Partner's Option, 
Fhether he will paſs it or not. 
VX. If you have Ace, King, and three 
_- 4mull Trumps, begin with a ſmall one, for the 
- Reafons aſſigned in No I. 
XXI. If you have Ace, King, and Enave, 
and two mall Trumps, begin with the King, 
which, next to a moral Certainty, informs your 
Partner that you have Ace and Knave remain- 
ing; and, by putting the Lead into your Part- 
ner's Hand, he plays you a Trump, upon which 
ydu are to fineſſe the Knave, and no il] Conſe- 
quence can attend ſuch Play, except the Queen 
lies behind you ftingle, . 
l 2 KRefers 
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Refers, to Chap. VII. Caſe 1, 2, 4. 

XXII. If you have King, Queen, — threw 
ſmall Trumps, begin with a ſmall one for the | 
aſligned Reaſons i — No 15. nn 

XIII. If you bave King, Gee Tem 
and two ſmall Frumps, begin with the Kiog, 
for the Reaſons aſſigned in N* 21. 
XXIV. If you have the Queen, Knave, and 
three: ſmall Trumps, begin with a ſmall bes 
for the Reaſons afligned in Ne 25. | 
XXV. If you have Queen, Kitts, Nine, 
and two ſmall Trumps, begin with the nn 
for the Reaſons aſſigned in No 16. 

XXVI. If you have Knave, Teng and 
three ſmall Trumps, begin with 4 ſmall one, 
for the Reaſons aſſigned in No 15. 

XXVII. If you have Knave, Ten; Eights 
and two ſmall Trumps, Wy, 4 in with the 3 

becauſe in two Rounds of Prumps it is Odds 
but that the Nine falls; or, upon the Return 


of Trumps Rom, Fug Partners. you: may nee 
do Di 


III. 1 „u have five Tramp of a 
Wen, Denomination, it is the beſt Play to be- 
gin with the loweſt, unleſs you have a Sequence ' 
of Ten, Nine, and Eight, in that Caſe begin 
with the higheſt of the Sequence. 

XXIX. If you have Ace, King, and two 
ſmall Lrumps, begin 255 A ſmall one, for the 
Reafons alfligned in Ne 5. 

XXX. 55 of tom 255 FR King, Knave, and 
Wal Nat . IB 4. dran ene 


4 
th. 


- 
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one ſmall Frump, begin with the Kivg, for the 
Reaſons aſſigned in Ne 217. | 
XXXI. If you Wave" King, „Queen, and 


two ſmall Trumps, e a fall one, for 
the Reaſons aer In Ny * A 


7 = 1 


XXXII. -_ his q K ger, Fer 
Und one * e the K ng; 


and wait for the Retitth Trimps from Your 
Partner, when you are to batte Von er In 
order to win the Knave. 

XXXIII. {If you Mc, Knabe: Nine, 
and one ſmall I rump, beg in With the gs 
in order to Preben the Len from s 
T. ick. 23,6 15 n. N 

XXXIV. If you hive Ehre, en 
two ſmall Trumps, begin with a mall nd 2 
the Reaſons aligned in Nef. . 

XXXV. If you haye euere. Eight, 

and one ſmall Trump, begin wich the Knave, 


in order to Fe the vine from N 
Trick. 


XXXVI. If y ou 15 43 | Nine, icht, and 


one ſmall T — 5 begin with ch n, Which 


leaves it in your Partner's Diſcreribn, whether 
he will paſs it or. not. I. 


XXXVII. If you bare Ten, . final 
Trumps, begin — a ſmall one. ” Lo 


HAP. l. 1 
” Some Pin ib a. Rule 1 be rv, 


1 T. you have Ace, King, and four ſmall 
Trumps; with: a od Suit, you muſt play 


three. 


< ft * WS 
+ ef uw 
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three-Rounds, of Trumps, "SY en may 
Have your ſtrong Suit trumpe 

Wo op N —_ and fou ſmall. 

r umps, .W * Wh en i trkn out with. the 
N g⸗ becauſe when 5 haves tl ng Bis 

will haye three Roun of Trumps.. 

des 8 Af; a | have Ki Lg, Queen, 'Fi x0" 
Fog {mall Tumps, with a — Suit, trump 
out, with the King, in Expectation of the 
Knave's falling at he ſecond Round; and do 
not wait to fjueſſe the Ten, for Fear your ; 
ſtrong Suit ſhould be trumped-. 

> Be. If you bare Queens, Knave, aid e 
* ſihall N With. a good Suit, trump ont 
with a Dee 

V. If. you have the Queen, Kaae.. Nine, 
and two ſmall Trumps, with a good Suit, t | 
out with the Queen, in Expectation oP the 
Ten's falling at the ſecond Round; and do not 
wait to fineſſe the Nine, but trump out a ſecond 
Time, for the Reaſons afligned in Caſe III. in 
AI ter. ONT 4 9:34 2 no K+ <4 1 2 % 3 

VI. If you haye Knave, Ten, and three 
ſmall þ with à good Suit, trump out 
with a ſmall one. 
og "hy 1 ou have Knave, Ten, Eight, and | 
_ two im rumps, with a good Suit, ap | 
out with the Knave, In Expectation of 
Nineꝰs falling at the ſecond Round. 20 


VIII. If you have Ten, Naney Eightyand 
$ KT: Jump, with-a good Suit, 1 
Wi the 1 en. 445 28 2 > Di 8 

ny firw ks 5 NR er. 
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„ n eee 
ParTtcuLar Gamrs, and the Manner in which 
| they are tg be played, after a Learner has made 
eme Progreſs in the Game. 155 


8 PP OSE you are elder Hand, and that 


your Game conſiſts of King, Queen, and 


Knave of one Suit; Ace, King, Queen, and 


two ſmall Cards of another Suit; King and 


Queen of the third Suit, and three ſmall 
Trumps: Query, How is this Hand to be 


played? You are to begin with the Ace of 


your beſt Suit (or a Trump) which informs 
your Partner that you have the Command of 
that Suit; but you are not to proceed with the 
- King of the ſame Suit, but you muſt play a 
Trump next; and if you find your Partner 
| has no Strength to fupport you in Trumps, 
and that your Adverſary: plays to your weak 
Suit, viz. the King and Queen only, in that 
Caſe-play the King of the beſt Suit; and if you 
obſerve a Probability of either af your Adver- 
ſaries being Oy mp = that Suit, proceed 
then and play the King of the Suit:of which you 
ave King, Queen, and E nave. If it ſhould ſo 
| pen, that your Adverfariesdonat play to your 
weakeſt Suit, in that Caſe, though apparently 
| ma Partner can give you no Aſſiſtance in 
Trumps, purſue, your Scheme of trumpiig out 
28 often as the Lead comes into your Hand: 


2 8 2 ave ? 


„ 
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have but two Trumps, and that your Adver- 
ſaries have four each, by three Rounds of 
Trumps, therg* reien only”t two- DON a- 
Salut 81 | | VL 
' $ Eller Hund. 1 4 

gupbelb es — Ace, King, „Ge a0 
one ſmall Trump, with a Sequence from tlie 
King of five in another Suit, with four other 
Cards of no Value. Begin with the Queen of 
Trumps, and purſue the Lead with” t he Ace, 
which demonſtrates to your Partner, that 
have the King: And as it would be bad Pla 
10 purſue Fr umps the third Round; till you 
have firſt gained the Command of out preat 
Suit; by'ſopping/ thus, it likewiſe infortns- 
your Partner that you have the King, and one 
Trump only remaining; becauſe, if you had 
Ace, King, Queen, and two Trumps more, 
and Trumps went round twice, you could re- 
ceive no Damage by playing the King the third 
Round. Wen you lead Sequence; 1 * gin with 
the loweſt, becaùſe if your Partner has the Ace 
he plays it; which makes Rob for your Suite 
And ſince you have let your Parte into the- 
State of your Game, as ſobti'as he has the Lead 
if he has a. Trump- or two remaining, he will 
play PFrumps*to you, with a moral Seren mty- 
that your- King ears, Jour rn ern Hands 
| of all their Fre 44 

4124 22 20120 TEBJ36 ad PI Fr Wins 4 
Suppche you have Ate, King, and'two mal 
| Tranips With x Quints Mayor of of #notherSuit'3 


5 
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in the third Suit you have thrge ſmall Cards, 


.ig dhe fourth Suit-ons. {Your ,Adverſary 

oo your Right- 
Ace. of your weak vit, and then proceeds. to 
play the King. : In that Caſe,” do not trump it, 
ut throw away a lohog Card, andifahe pro- 
fee to play the 5 Es throw Way Another 
loſing Card; and do the like the fourth Lime, 


in Hopes our Partner. may trump it, Who will 


I that Caſe pla 51 1 77 or will lay to 
your ſtrong Suit. If Trumps ate plaped, ga on 
E 1 — two fe vg and then proceed to 
play our ſtrong Suit; by which Means, if 
there happens to be four Trumps in one of your 
Adverſaries. Hands, and two in the other, 
Ahich is nearly the Caſe, your Partner 
intitled to have three Trumps out of the nine, 
conſequently there remain only ſix Trumps, 
between the Adverſaries; your ſtrong Suit 
forces their beſt Trumps, and vou have a Pro- 


bability of making the odd Trick in your own = 


2 only; whereas 15 208 had trumped one 

of yo dverfaries.. be ſt: Cards, you had fo 
weal — your Hand, as probably not to make 
more than five Tricks ee your Partner's 


475 

40. gu poſe: ou have Ace, Queen, and three 
of r Nut; with two ſmall Cardacok: each 
of Ay ak Pas Vaur Partner leads to your 
8 args Ten and Nine; and as this 

_ e . o deceiye your Adver- 


ſaries, 


- 


* _ 


ins with playing the 


. 1 


9347G Nats „ wat $T. 

Caries, than to inſbrm yqqur Fatther, wut ur 
he Nine, which natvrally teads the Ade fary 
rumps, rey ry 498 As 


en pan up ip 
which your Partner: cannot win, if he ef ths rio 


good Suit of his owi' to play, he will return 
your Partner's Lead, imagining that Suit lies 
between 1 Partner ang! you yours:. 90 be 6 F ineſſe 
of yours ſhould ſacceed; you -wi a great 
Conn by © it, but Teach poffible to. a 
Loſer: 3/16 Ni 64 iT, 4 29 6 A" - 42 27 | x7 * . 
W. Suppoſe you have Ace; ; "King, ad, tote 
ſmall Trumps; withia Quart from a Kiogz g. and 
two ſmall Cards of another Suit, and one mall 
Card to each of the other Suits ; your Adver- _ 
tary leads a Suit of which your -Partner has a 
Quart-major4'your Partner puts up _ Kna 
and ; then proceeds: to play the Res K ſe 
to that Suit, byplaying your-looſe | a; With 
your Partner p King, your Gate 
Adverſary trumps it, fu pole: with the Knabe 
or Ten, do not over=<trump:him; Which nth 
probably loſe. you two or three Tricks by Wenk 
ening of your Hand: But if he Ede . 
Suit of which you have none, trump it, 2 
then play the loweſt of your Sequence, in _ 
to get the Ace either one; of 2 "our Bey 
verſary's Hand; —— — rk 5 
foon- 4s you get the Leads, play wee Rene 
* ie 4 Y 2 Trumps» : ; 4 
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Trumps, and then proceed to play your ſtrong 
Suit. Inſtead of your. Adverſary's playing to 
your weak Suit, if he ſhould play Frutmps, do 
you go on with them two Rounds, and then 
proceed to get the Command of your! ſtrong. 
Suit. But you will ſeldom find this laſt: Method 
ä urg by moderate Players. 


CHAP. IV. 


Games to be played, with certain ObſeFvations 
whereby you are aſſured that your Par iner has no 
more of the Suit Page either by your ſelf or him. 


L 8 UPPOSE you lead from Queen, Ten, 
Nine, and Pr ſmall Cards of any Suit, 
the ſecond Hand puts on the K nave, your Part- 
ner plays the Eight; in this Caſe, you having 
Queen, Ten, and Nine, it isa Demonſtration, 
if he plays well, that he can have no more of 
that Suit. T herefore, by that Diſcovery, you 
may play your Game accordingly, either by 
forcing bim to trump that Suit, if you are 
BE in Trumps, or by Playing ſome other 
uit 
II. Suppoſe you have King, Queen, and Ten 
of a Suit, and you lead your King, your Part- 
ner plays the Knave, this demonſtrates! *. bas 
no more of that Suit. 
12 III. Ny you have K ing 8 Wnlny 
more of a Zuit, and you” dei wirt the King, 
in ſore Caſes it is od Pla yiin 4 Partner, when 
he has the Ace bid one mel Card in that Suit 


i 8 only, 
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only, to win his Partner's King with his Ace; 
for ſuppoſe he is very ſtrong in Trumps, by 
taking his Partner's King with the Ace, he 


trumps out, and after he has cleared the Board 


of Trumps, he returns his Partner's Lead; and 
having parted with the Ace of that Suit, he has 
made Room for his Partner to make that whole 
Suit, which poſſibly could not have been done 
if he had kept the Command in his Hand. 
And ſuppoſing his Partner has no other good 
Card in his Hand beſides that Suit, he loſes 
nothing by the Ace's taking of his King ; but 
if it ſhould ſo happen that he has a good Card 
to bring in that Suit, he gains all the Tricks 
which he makes in that Suit, by this Method 
of Play: And as your Partner has taken your 
King with the Ace, and trumps out upon it, 


| you have Reaſon to judge he has one of that 


Suit to return you; therefore do not throw 
away any of that Suit, even to keep a King or 
Queen guarded. F: 951 82 


SHA N 


Particular Games both to endeavour to deceive and 


diſtreſs your Adverſaries, and to demonſtrate your 
Game to your Partner. 


I. GQUPPOSE 1 play the Ace of a Suitiof which 


I have Ace, King, and three ſmall ones; 
the laſt Player does not chooſe to. trump it, 


| having none of the Suit; if I am not ſtrong 


enough in Trumps, 1 muſt not play out the 
5 King, 
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King, but keep the Command of that Suit in 
my Hand by playing a ſmall one, which I muſt 
do in order to weaken his Game. _ 

II. If a Suit is Jed, of which I have none, and 
a moral Certainty that my Partner has not. the 
beſt of. that Suit, in order to deceive the Ad- 
verſary I throw away my ſtrong} Suit; but to 
clear up Doubts to my Partner, when he has 
the Lead I throw away my weak Suit. This 
Method of Play will generally ſucceed, unlefs 
you play with very good Players, and even with 
them, you will oftener gain than loſe by this 
Method of Play. . 


. WW 


. 


Particular Games to be played, by which you wa 
'* the Riſe of loſing one Trick only to gain three. 


I. QUPPOSE Clubs to be Trumps, a Heart is 
played by your Adverſary; your Partner, 
having none of that Suit, throws away. a 
Spade; you are then to judge his Hand is: com- 
poſed of Trumps and Diamonds; and, ſuppoſe 
ou win that Trick, and being too weak in 
Trumps, you dare not force him; and ſuppoſe 
vou ſhall- have King, Knave, and one ſmall 
1 and further, ſuppoſe your Partner 
to have Queen and five Diamonds; in that 
Caſey. by throwing out your King in your firſt 
Lead, and your Knave in yours ſecond, your 
2 and: you may win fixe Tricks in tbat 
eee eee eee, 

L | | all 


> * * 
123 


— 
* 
— 
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and Your Partner's Queen having been won with 


the Ace, the King and Knave remaining in 
your Hand, obſtructs his Suit: And though he 


may have the long Trump, yet by playing a 


ſmall: Diamond, and his long Prump having 


þeen forced out of His Hand, you loſe by this 
Method of Play three Tricks in that Deal. 


II. Suppoſe, in the like Caſe of the former, 


you ſhould have Queen, Ten, and one ſmall Card 


in your Partner's ſtrong Suit; which is to be 
diſcovered by the former Example; and ſup- 
poſe your Partner to have Knave and five ſmall 
Cards in his ſtrong Suit; you having the Lead 
are to play your Queen, and when you play 
again, you are to play your Ten; and ſuppoſe 
him to have the long Trump, by this Method 
he makes four Tricks in that Suit; but ſhould 
vou play a ſmall one in that Suit, his Knave 
being gone, and the Queen remaining in your 
Hand in the ſecond Round of playing that Suit, 
and the long Trump being forced out of his 
Hand, the Queen remaining in your Hand ob- 


ſtructs the Suit, by which Method of Play you 


loſe three Tricks in that Deal. - 

III. In the former Examples you have been 
ſuppoſed to have had the Lead, and by that 
Means have had an Opportunity of throwing 
out the beſt Cards in your Hand of your Part- 
ner's ſtrong Suit, in order to make Room for 
the whole Suit; we will now ſuppoſe your 
Partner is to lead, and in the Courſe of Play, 
it appears to you that your Partner has one 
5 great 
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great Suit; ſuppoſe Ace, King, and four ſmall 
ones, and that you have Queen, Ten, Nine, 
and a very ſmall one of that Suit; when your 
Partner plays the Ace, you. are to play the 
Nine; when he plays the King, you are to 
play the Ten; by which Means you fee, in the 


third Round, you make your Queen, and hav- 


ing a ſmall one remaining, you do not obſtruct 
your Partner's great Suit; whereas if you had 
kept your Queen and Ten, and the Knave have 
fallen from the Adverſaries, you had loſt two- 
Tricks in that Deal. . 
IV. Suppoſe in the Courſe of Play, as in the 
former Caſe, you find your Partner to have one 
great Suit, and that you have King, Ten, and 
a ſmall one of that Suit; your Partner leads 
the Ace, in that. Caſe play your Ten, and in 
the ſecond your King: This Method is to pre- 
vent a Poſſibility of obſtructing your Partner's 
great Suit. FW 04 ine 15, M1 LS 
V. Suppoſe your Partner has Ace, King, and- 
four ſmall Cards in his great Suit, and that you 
have Queen, Ten, and a ſmall Card, in that 


Suit; when he plays his Ace, do you play your 


Ten, and when he plays his King, do you play 
your (Coven ;: by which Method of Play you 


one Trick to get four. | 


wy ri | four” © ff 

VI. We will gew fuppoſe you to have five 
Cards of your Partner's ſtrong Suit, ws. Queen, 
Ten, Nine, Eight; anda ſmall one and xhat your 


Partner has Ace, King, and four ſmall ones; 
When your Partner plays the Ace, do you play 
1 your 
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your Eight; when he plays the King, do you 
play your Nine; and in the third Round, No- 
body having any of that Suit, except your 
Partner and you, proceed chen to play the 
Queen, and then the Ten; and having a ſmall 
one remaining, and your Partner two, you 
thereby gain a Trick, which you could not have 
done but by playing the high Cards, and by 
keeping a ſmall one to play to your Partner. 


CHAP. VII. 


Particular Games to be played when your Adver- 


fary turns up an.. Honour on your Right-hand, 
with Directions how to play when an Honour is 


turned up on your Left- hand. 
- QUPPOSE the Knave is turned up on your 


Right-hand, and. that you have King, 
Queen, and Ten; in order to win the E nave, 
begin to play with your King; by which Me- 
thod of Play, your Partner may ſuppoſe you te 
have Queen and Ten remaining, eſpecially if 
you have a ſecond Lead, and that you do not 
proceed to your Queen. Aer 

II. The Knave being turned up as before, and 
that you have Ace, Queen, and Ten, by play- 
ing your Queen, it anſwers the like. Pur- 
poſe of e former Rule, IEESS 
III. If the Queen is turned up on your Right- 


| hand, and that you have Ace, King, and 


Knave, by playing your King it anſwers-the | 
like Purpoſe of the former Rule, 5 
IV. Sup- N 
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IV. Suppoſe an Honour is turned up on your 


Left-hand, and ſuppoſe you ſhould hold no 


Honour, in that Caſe you are to play Trumps 
through that Honour; but in cafe you ſhould 
hold an Honour (except the Ace) you muſt be 
cautious how you play Trumps, beeauſe in cafe 
your Partner holds no Honour your Kdverfary 
will play your own Game upon * 


CHAP. VIII. 


C As Es to demonſirate' the Po Ul forcing 
your Partner. 


1. gueeosr. A and B Partners, und that 4 
has'a Quint-Major in Trumps, with a 
ors and three ſmall Cards of another 
Suit, and that A has the Lead; and let us ſu 
poſe the Adverſaries C and D to have only five 
Trumps i in either Hand : In this Caſe, A, hav- 
ing the Lead, wins every Trick. 
| il. Suppoſe, on the contrary, C has five ſmall 

"Trumps, with a uint-Majorand three ſmall 
Cards of another Suit, and that G has the 
Lead, who forces A to trump. firſt, by which 
Means A wins only five Tricks. 

We A Cass to demonſtrate the Advantage 5 
„ NW: 

Suppoſe A and B Partners, and that / has 
a Quart-Major in Clubs, they being Trumps, 
another ee jor in Hearts, another Quart- 
1 Bk e and de re of t 


* 


ine n 201 * ln 5 u 
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And let us ſuppoſe the Adverſaries C and D to 
have the following Cards; vi. C has four 
Trumps, eight Hearts, and one Spade; D has 
five Trumps and eight Diamonds; C being to 
lead, plays an Heart, D trumps it; D plays à 
Diamond C trumps it; and thus purſuing the 
Saw,.,cach; Partner. trumps a Quart-Maj or of 
As, and being to play at the ninth Trick, 
plays a Spade, which D trumps; thus C and 
D nk: won the nine firſt Tricks, and leave A 
with his Quart-Major in Trumps only. 
The foregoing Caſe ſhews, that wheamer 
ou gain the * of eſtabliſhing. a Rs 
it is your. ae. to Enabrace it. i 
- que L . | 


0H F. 1X. 


+ & 


Containing 2 ariety of Cats, . with 


CALCULATIONS, demomſtrating , when 

it is proper, at ſecond Hand, to put up the 
King, Queen, Nuave, or Ten, with one IO | 
Card any Suit, &. „ „ 


I. 8 you have four mall Trumps is 
the three other Suits you have one I 2 — 
ſecure in each of them; and ſuppoſe your Part- 
net has no Trump, in that Cale the remaining 
nine Trumps muſt be divided between your 
Adverſaries; ſuppoſe five in one Hand, and 
four in the other; as often as you baue \ 
Lead, play Trumps: And fuppole: you ſhouk 


mw © 7 


J 


have: four Leads, in that Caſe, you ſee your 
Adverſaries make only four Tricks out of nine 
Trumps ; 
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Trumps; whereas if you had ſuffered them to 
make their Trumps ſingle, they might poſſibly 
have made nine Tricks. | | wy 


By this Example, you ſee the Neceſſity there 


is of taking out two Trumps for one upon 
moſt Occaſions. 5 5 
Yet there is an Exception to the foregoing 
Rule; becauſe if you find in the Courſe of Play, 
that your Adverſaries are very ſtrong in any 
particular Suit, and that your Partner can give 
you no Aſſiſtance in that Suit, in ſuch a Caſe 
you are to examine your own, and alfo your 
Adverſaries Scores; becauſe by keeping one 
Trump in your Hand to trump ſuch Suit, it 
may be either a Means to ſave or win a Game. 
II. Suppoſe you have Ace, Queen, and two 
fmall Cards of any Suit; your Right-hand Ad- 
verſary leads that Suit; in that Caſe, do not 
put up your Queen, becauſe it is an equal 
Wager that your Partner has a better Card in 
that Suit than the third Hand; if ſo, you have 
the Command of that Suit. 
An Exception to the foregoing Rule is, in 


* 


caſe you want the Lead, then you are to put 


up your Queen 
III. Never chuſe to lead from King, Knave, 
and one ſmall Card in any Suit, becauſe it is 2 


to. I that your Partner has not the Ace, and 


alſo 32 to 25, or about 5 to 4, that he has Ace | 


or Queen; and therefore, as you have on! 
about 5 to 4 in your Favour, and as you mu; 

have four Cards in ſome: other Suit, ſuppoſe 
a 4 1 - 


„ . woe inde On wat 7: O F 62k 


the Ten to be the higheſt, lead that Suit, be- 


cauſe it is an equal Wager that your Partner 


has a better Card in that Suit than the laſt 


Player: And if the Ace of the firſt- mentioned 


Suit lies behind you, which is an equal Wager 
it ſnould ſo happen, in caſe your Partner has 


it not; in this Caſe; on your Adverſaries lead- 


ing this Suit, you probably make two Tricks 
in it by this: Method of Pla. 
IV. Suppoſe in the Courſe of Play it appears 
to you, that your Partner and you have four or 
five Trumps remaining, when your Adverſaries 
have none, and that you have no winning Card 
in your Hand, but that you have Reaſon to 
judge that your Partner has a thirteenth Card, 
or ſome other winning Card in his Hand; in 
that Caſe play a ſmall Trump, to put the Lead 
into his Hand, in order to throw away any 
loſing Card in your Hand, upon ſuch thirteenth 
or other good Card. | £15 90" . 


| CHAP. X. "Sb 
Some DiRECT1iONs for putting up at fetond 
Hand, King, Queen, Nuave, or Ten of any 
en, 


{ % oy 
4 
- 


I. SE POSE you haye the King, and, one 
_ \-. ſmall Card of any Suit, and that your 
Right-band Adverſary plays that Suit; if he is 
a good Player do not put up the King, unleſs 
you want the Lead, becauſe a ney 


# 4 * 2 * * 

228 N 
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dom leads from a Suit of which he has the Ace, 
but keeps it in his Hand (after the Trumps are 

5 50 out) to bring in his ſtrong Suit. 
II. Suppoſe you have a Queen, and one: ſmall 
Card of any Suit, and that your Right- hand 
Adverſary leads that Suit; do not put on your 
Queen, becauſe ſuppoſe the Adverſary has led 
from the Ace and Knave, in that Caſe, upon 
the Return of that Suit, your Adverſary fineſſes 
the Knave, which is generally good Play, eſpe- 
cially if bis Partner has played the King, you 
thereby make your Queen; but by putting on 
the Queen, it ſhews your Adverſary that you 
have no Strength in that Suit, and conſequent- 
ly puts him upon finefling upon your Partner 
raughout that whole Suit. 
III. In the former Examples you have been 
informed, when it is thought proper to put up 
the King or Queen at ſecond Hand; you are 
likewiſe to obſerve, in caſe you ſhould have the 
Knave or Ten of any Suit, with a ſmall Card 
of the ſame Suit, it is generally bad Play to put 
up either of them at ſecond Hand, becauſe it 
is five to two that the third Hand has either 
Ace, King, or Queen of the Suit led; it there- 
fore follows, that as the Odds againſt you are 
five to two, and tho? you ſhould: ſucceed ſome- 
times by this Method of Play, yet in the main 
you muſt be a Loſer, becauſe it ' demonſtrates 
to your Adverſaries that you are weak in that 
Suit, and - conſequently they fineſſe upon yaur 

Partner throughout that whole Suit. 

IV. Sup- 
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IV. oh 1 rt have Ace, King, and three 


ſmall Cards of a Suit, your Right-hand Adver- 
ſary leads that Suit; upon which you play your 
Ace, and your Partner plays the Knave. In 
caſe. you are ſtrong in Trumps, you are to re- 
turn à ſmall one in that Suit, in order to let 
your, Haxtner trump it: And this Conſequence 


attends ſuch Play, bir. you keep the Command 


of that Suit in your own Hand, and at the 
ſame Time, it gives your Partner an Intimation 
that you are ſtrong in Trumps; and therefore, 
he may play his Game accordingly, either in 
attempting to eſtabliſh a Saw, or by trumping 
out to you, if he has either Strength in Trumps, 
or the Command of the other Suits. 

V. Suppoſe A and B's Game is ſcored 6, the 
Adverſaries C and D is ſcored 7, and that q 


Cards are played out, of which A and B have 


won 7 Tricks, and ſuppoſe no Honours are 
reckoned in that Deal; in this Caſe A and B 
have won the odd Trick, which puts their 
Game upon an Equality; and ſuppoſe 4 to have 
the Lead, and that A has two of the ſmalleſt 
Trumps remaining, with two winning Cards 
of other Suits ; and ſuppoſe C and D have the 
two beſt Trumps between them, with twootber 
winning Cards in their Hands; Quere, How are 
you to play this Game? It is 11 to 3 that C 
has not the 2 Trumps; and likewiſe, 11 to 3 


that O has them not: The- Odds being ſo much 
in 4's Favour to win the whole Stake, it is his 


Intereſt to play a Trump; for ſuppoſe! tho: Stake 
gn WIT Go : to 
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to be 70 l. depending, 4 wins the whole Stake, 
if he ſucceeds, by this Method of Play; but 
ſhould he play the cloſe Game, by forcing Cor 
D to trump firſt, he having won the odd Trick 
already, and being ſure of winning two more in 
his own Hand; by this Method his Game will 
be ſcored 9g to 7, which 1s about 3 to 2, and, 
therefore, A's Share of the 70. will amount 
only to 42 J. and, by this Method, A only ſe- 
cures 7 l. Profit; but in the other Cafe, upon 
Suppoſition that 4 and B have 11 to 3 of the 
Stake depending, as aforeſaid, by playing his 
Trump, he is entitled to 55 J. out of the 70 /. 
depending. 

The foregoing Caſe being duly attended to, 
may be applied to the like Purpoſe in other 
Parts of the Game. 


CHAP. AL 


Some DIRECTIONS how to play when an Ace, 
King, or Dueen, are turned up on your Right- 
hand, &c. | 


I. 8 UPPOSE the Ace is turned up on your 
Right-hand, and that you have the Ten 
and Nine of Trumps only, with Ace, King, and 
Queen of another Suit, and eight Cards of no 
Value, Quere, How muſt this — be played? 
Begin with the Ace of the Suit of which you 
have the Ace, King, and Queen, which is an 
Information to your Partner that you have the 
Command of that Suit; then play your Ten of 
| _ Trumps, 


ny 
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Trumps, becauſe it is five to two that your Part- 


ner has King, Queen, or Knave of Trumps; 


and tho' it is about ſeven to two that your Part- 


ner has not two Honours. yet, ſhould he chance 
to have them, and they prove to be the King and 
Knave, in that Caſe, as your Partner will paſs 
your Ten of Trumps, and as it is 13 to 12 
againſt the laſt Player for holding the Queen of 
Trumps, upon Suppoſition your Partner has it 
not, in that Caſe, when your Partner has the 
Lead, he plays to your ſtrong Suit, and upon 
your having the Lead, you are to play the Nine 
of Trumps, which puts it in your Partner's 
Power to be almoſt certain of winning the 
Queen if he lies behind it. 5 

The foregoing Caſe ſhews, that turning up 
of an Ace againſt you, may be made leſs bene- 
ficial to your Adverſaries, provided you play by 
this Rule. 

II. If the King or Queen are turned up on 


your Right-hand, the like Method of Play may 


be made uſe of; but you are always to diſtin- 
guiſh the Difference of your Partner's Capacity, 

becauſe a good Player will make a proper Uſe 
of ſuch Play, but a bad one ſeldom, if ever. 
III. Suppoſe the Adverſary on your Right- 
hand leads the King of Trumps, and that you 
ſhould have the Ace and four ſmall Trumps, 
with a good Suit; in this Caſe it is your Inte- 
reſt to paſs the King; and though he ſhould 
have King, Queen, and Knave of Trumps, 
with one more, if he 5 a moderate Player, = 

2 Eo 
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will play the ſmall one, imagining that his 
Partner has the Ace; when he plays the ſmall 
one, you are to paſs it, becauſe it is an equal 
Wager that your Partner has a better Trump 
than the laſt Player; if ſo, and that he happens 
to be a tolerable Player, he will judge you have 
a good Reaſon for this Method of Play, and 
conſequently, if he has a third Trump remain- 
ing he will play it, if not, he will play his beſt 
uit. pe | 
IV. Acritical CAsE to win an odd Trick. 
Suppoſe A and B Partners againſt C and D, 
and ſuppoſe the Game to be Nine all, and 
ſuppoſe all the Trumps are played out, A be- 
ing the laſt Player, has the Ace and four other 
ſmall Cards of a Suit in his Hand, and one 
thirteenth Card remaining: B has only two 
ſmal! Cards of 4's Suit; C has Queen and two 
other ſmall Cards of that Suit; D has King, 
K nave, and one ſmall Card of the ſame Suit. 
A and B have won three Tricks, C and D have 
won four Tricks; it therefore follows that A is 
to win four Tricks out of the Six Cards in his 
Hand, in order to win the Game. C leads this 
Suit, and D puts up the King; A gives him 
that Trick, D returns that Suit, A paſſes it, 
and C puts up his Queen: Thus C and D have 
won ſix Tricks, and C 4magining the Ace of 
that Suir to be.in his Partner's Hand, returns 
it; by which Means 4 wins the four laſt. 
Tricks, and conſequently the G am. 
V. Suppoſe you ſhould have the King ang w* 
= | ma 
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{mall Trumps, and that your Right-hand Ad- 
verſary plays the Queen; in that Caſe do not 
put on your King, becauſe it is an equal Wager 
that your Partner has the Ace; and ſuppoſe 
your Adverſary ſhould have Queen, Enave, 
Ten, and one ſmall: Trump, it is alſo an 
equal Wager that the Ace lies ſingle, either in 


your Adverſary's Hand or Partner's ; in either 


of which Caſes it is bad Play to put on your 
King ; but if the Queen of Trumps is led, and 
that you ſhould happen to have the King, with 
two or three Trumps, it is the beſt Play to put 
on the King, becauſe it is good Play to lead 
from the Gn and one ſmall Trump only; 
'and in that Caſe, ſhould your Partner have the 
Knave of Trumps, and your Left-hand Adver- 
ſary hold the Ace, your neglecting to put on 
the King is the Loſs of a Trick, 


CHAP, XII. 


The Ten or Nine being turned up on yoar Right- 


Hand, &c. 


1. 80 PPOSE the Ten is turned up on your 

Kight-hand, and that you ſhould have 
King, Knave, Nine, and two ſmall Trumps, 
with eight other Cards of no Value, and that it 
is proper for you to lead Trumps, in that Caſe, 
begin with the Knave, in order to prevent the 
Ten from making a Trick; and though it is 


but about five to four that your Partner holds 


an Honour, yet if that ſhould fail, by fineſſing 
C 3 your 
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your Nine on the Return of Trumps from your 
Partner, you have the Ten in your Power. 
II. The Nine being turned up on your Right- 
hand, and that you ſhould have Knave, Ten, 
Eight, and two ſmall Trumps, by leading the 
K nave, it anſwers the like Purpoſe of the for- 
mer Caſe, 

III. You are to make a wide Difference be- 
tween a Lead of Choice, and a forced Lead of 
your Partner's ; becauſe, in the firſt Caſe, he is 
ſuppoſed to lead from his beſt Suit, and finding 
you deficient in that Suit, and not being ſtrong 
enough in Trumps, and not daring to force 
you, he then plays his next beſt Suit; by which 
Alteration of Play, it is next to a Demonſtra- 
tion that he is weak in Trumps: But ſhould 
he perſevere, by playing off his firſt Lead, if he 
is a good Player, you are to judge him ſtrong 
in Trumps, and it is a Direction for you to 
play your Game accordingly. > 

IV. There is nothing more pernicious at the 
Game of Whiſt, than to change Suits often, 
becauſe in every new Suit you run the Riſk of 

iving your Adverſary the Tenace; and there- 
ce, though you lead from a Suit of which you 
have the Queen, Ten, and three ſma]l ones, 
and your Partner puts up the Nine only, in 
that Caſe, if you ſhould happen to be weak in 
Trumps, and that you have no tolerable Suit 
to lead from, it is your beſt Play to purſue the 
Lead of that Suit by playing your Queen, which 
leaves it in your Partner's Option whether ” 

WI 
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tain to your Partner. that you have the King ; 
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will trump it or not, in caſe he has no more of 


that Suit; but in your ſecond Lead, in caſe you 
ſhould happen to have the Queen or Knave of 
any other Suit, with one Card only of the ſame 
Suit, it would be better Play to lead from your 
Queen or Knave of either of theſe Suits, it be- 
ing 5 to 2 that your Partner has one Honour 
at leaſt in either of thoſe Suits. 

V. If you have Ace, King, and one ſmall 
Card of any Suit, with four Trumps; if your 
Right-hand Adverſary leads that Suit, paſs it, 
becauſe it is an equal W ager that your Partner 
has a better Card in that Suit than the third 
Hand; if fo, you gain a Trick by it; if other- 
wiſe, as you have four Trumps, you need not 
fear to loſe by it, becauſe when Trumps are 


played, you may be ſuppoſed to have the lon 


Trump. | 


CHAP. XIII. 


4 CavuTIon not to part with the Command of 


your Adverſary's great Suit, &c. 


IN JN Caſe you are weak in Trumps, and 

that it does not appear that your Partner 
is very ſtrong in them, be very cautious how 
you part with the Command of your Adverſary's 
great Suit: For ſuppoſe your Adverſary plays a 
duit of which you have the King, Queen, and 
one ſmall Card only, the Adverſary leads the 
Ace, and, upon playing the ſame Suit, you 
play your Queen, which makes it almoſt cer- 
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and ſuppoſe your Partner refuſes to that Suit, do 
not play the King, becauſe if the Leader of that 
Suit or his Partner have the long Trump, you 
riſk the loſing of three Tricks to get one. 5 
. ee e Partner has ten Cards re- 
maining in his Hand, and that it appears to you 
that they conſiſt of Trumps and done Suit only; 
and ſuppoſe you ſhould have King, Ten, and 
one ſmall Card of his ſtrong Suit, with Queen 
and two ſmall Trumps; in this Caſe, you are 
to judge he has five. Cards of each Suit, and 
therefore you ought to play out the King of 
his ſtrong Suit; and if you win that Trick, 
your next Play is, to throw out the Queen of 
TFrumps; if that likewiſe comes home, proceed 
to play Trumps : This Method of Play may 
be made uſe of at any Score of the Game, 
except at 4 and q. 5 
III. The FRUMP furned up to be remembered, 
| It is ſo neceſſary that the Trump turned up 
ſhould be known and remembered, both by the 
Dealer and his Partner, that we think it pro- 
per to obſerve, that the Dealer ſhould always 
ſo place that Card, as to be certain of having 
Recourſe to it: For ſuppoſe it to be only a 5; 
and that the Dealer has two more, vix. the 6 
and q, if his Partner trumps out with Ace and 
King, he ought to play his 6 and q; becauſe, 
let us ſuppoſe your Partner to have Ace, King, 
and faur ſmall Trumps ; in this Caſe, by your 
Partner's knowing you have the 5 remaining, 
you may win many Tricks, 
\ En IV. Your 
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IV. Vour Right- hand Adverſary leads a Suit 


of which you have the Ten and two ſmall 


ones; the third Hand puts up the Knave, your 
Partner wins it with the King; when your 
Right-hand Adverſary leads that Suit again, and 


plays a ſmall one, do you put on your Ten, 


becauſe it may ſave your Partner's Ace, upon 
Suppoſition that your Right-hand Adverſary led 
from the Queen; you will ſeldom fail of Suc- 


ceſs by this Method of Play. 
V. Suppoſe you have the beſt Trump, and 


that the Adverſary A has one Trump only re- 


maining, and that it appears to you that your 


Adverſary B has a great Suit; in this Caſe, tho? 


you permit 4 to make his Frump, yet by keep- 
ing the Trump in your Hand, you prevent the 
Adverſary B from making his great Suit; where- 
as, if you had taken out 4's Trump, it had 
made only one Frick Difference; but by this 
Method you probably ſave three or four Tricks. 
VI. The following Cask happens frequently. 

That you have two Trumps remaining 
when your Adverſaries have only one, and it 
appears to you that your Partner has one great 
Suit; in this Cafe always play a Trump, tho? 


you have the worſt, becauſe by removing the 


Trumpout of your Adverfaries Hands, there can 
be no Obſtruttion to your Partner's great Suit. 
VII. Suppoſe you ſhould have three Trumps 
when no Body elſe has any, and that you ſhoul:l 
have only four Cards of any certain Suit re- 
maining; in this Caſe play a Trump, which 
3 ſhe ws 
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ſhews your Partner that you have all the Trumps, 
and alſo gives you a fair Chance for one of your 
Adverſaries to throw away one Card of the 
aforeſaid Suit ; by which Means, ſuppoſing that 
Suit to have been once led, and one thrown a- 
way, makes five, and four remaining in your 
Hand makes nine, there being only four re- 
maining between three Hands, and your Part- 
ner having an equal Chance to hold a better 
Card in that Suit than the laſt Player, it there- 
fore follows that you have an equal Chance to 
make three Tricks in that Suit, which probably 
could not have been done but by this Method 
of Play. 

VIII. Suppoſe you have five Trumps, and 
fix ſmall Cards of any Suit, and you are to lead; 
the beſt Play is to lead from the Suit of which 
you have ſix, becauſe, as you are deficient in 
two Suits, your Adverſaries will probably 
trump out, which is playing yaur own Game 
for you; whereas had you begun with playing 
Trumps, they would force you, and conſe- 
quently deſtroy your Game. | 


C HAP. 


The Manner of playing SEQUENCES fur- 
ther explained, with many Examples. 

1 N Trumps you are to play the higheſt of 

your Sequences, unleſs you ſhould have 

Ace, King, and Queen';. in that Caſe play the 

loweſt, 
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loweſt, in order to let your Partner into the State 


of your Game. | 

II. In Suits which are not Trumps, if you 
have a Sequence of King, Queen, and Knave, 
and two ſmall ones; whether you are ſtrong in 
Trumps or not, it is the beſt Play to begin with 
the Knave, becauſe by getting the Ace out of 
any Hand, you make Room for the whole Suit. 

III. And in caſe you are ſtrong in Trumps, 
ſuppoſing you ſhould have aSequence of Queen, 
K nave, Ten, and two ſmall Cards of any Suit 
in that Caſe, you ought to play the higheſt of 
your Sequence, becaule, if either of the Ad- 
verfaries ſhould trump that Suit in the ſecond' 
Round, by being ſtrong in "Trumps, you fetch: 
out their I'rumps, and conſequently make the: 
Remainder of that Suit. 

The like Method may be taken, if you 
ſhould happen to have a ” Manon by Knave, 
Ten, Nine, and two ſmall Cards of any Suit. 

IV. If you have a Sequence of a King, 
Queen, Knave, and one {mall Card of any Suit, 
whether you are ſtrong in Trumps or other- 
wiſe, play your King; and do the like by any 
inferior Sequences, if you have only four itt 
Number. | 

V. But if you ſhould happen to be weak in 
Trumps, you muſt always begin with the 
loweſt of the Sequence, in caſe you ſhould 
have five in Number ;. for, ſuppoſe your Part- 
ner to have the Ace of. that Suit, he then makes 
it; and whete lies the 5 whether you 

6 or 
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or your Partner win a Trick ? For if you had 
the Ace and four ſmall Cards of any Suit, and 
are weak in Trumps, and led from that Suit, 
if you play well, you ought to play the Ace; 
if you are very 'frong in Trumps, you may 
play your Game as backward as you pleaſe ; 
but if you are weak in Trumps, you muſt play 
the reverſe, 

VI. Let us explain what is meant by being 
ſtrong or weak in Trumps. 

If you have Ace, King, and three ſmall 
Trumps. 

King, Queen, and three ſmall Trumps. 

Queen, K nave, and three ſmall Trumps. 

Queen, Ten, and three ſmall Trumps. 

K nave, Ten, and three ſmall T'rumps. 

Queen, - and four ſmall Trumps, 

' Knave, and four ſmall Trumps. 

In any of the aforeſaid Caſes, you may be 
underſtood to be very ſtrong in Trumps, and 
therefore you may play by the foregoing Rules, 
being morally aſſured of having the Command 
in Trumps. 

If you have two or three ſmall Trumps y. 
we underſtand you to be weak in them. 

VII. What Strength in Trumps intitles you 
to force your Partner at any Point of the Game! ? 

Ace, and three ſmall Frumps. 

King, and three ſmall Trumps. 

Queen, and three ſmall Trumps, 

 Knave, and three ſmall Trumps, 

VIII, If by Accident, either you or the 

Ad- 


had 
and 
uit, 
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Adverſaries have forced your Partner (tho? you 


are weak in Trumps) if he has had the Lead, 


and does not chuſe to trump out, force him on 


as often as the Lead comes into your Hand, un- 
leſs you have good Suits of your own to play. 
IX. If you ſhould happen to have only two 
or three ſmall *I'rumps, and that your Right- 
hand Adverſary leads a Suit of which you have 


none, trump it, which is an Information to 


your Partner that you are weak in Trumps. 
X. Suppoſe you have Ace, K nave, and one 


ſmall Trump, and that your Partner trumps 


to you, ſuppoſe from the King and three ſmall 
Trumps, Query, Whether it is the beſt Play 


to put on the Ace or Enave? and ſuppoſe 


your Right-hand Adverſary has three 'Trumps, 
and that your Left-hand Adverſary has the like 
Number; in this Cafe, by fineſſing of your 
Knave, and playing your Ace, if the Queen 
is on your Right-hand, you win a Trick by 


it; but if the Queen is on your Left-hand, 


and you ſhould play the Ace, and then return 
the Enave, admitting your Left-hand Adver- 
ſary put on the Queen, which he ought to do, 
it is above 2 to 1 that one of the Adverſaries 
has the Ten, and conſequently you gain no 
Tricks by playing thus, = pie 

XI. If your Partner has led from the Ace of 


FTrumps, and ſuppoſe you ſhould have King, 


K nave, and one {mall 'F rump; by putting on 
your Knave, and returning the King, it an- 


{wers exactly the like Purpoſe: of the former 


Rule. | In 
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In other Suits you may practiſe the like 
Method. + 

XII. If you are ftrong in Trumps, and that 
you have King, Queen, and two or three ſmall 
Cards in any other Suit, you may lead a ſmall 
one, it being 5 to 4 that your Partner has an 
Honour in that Suit; but if you are weak in 
Trumps, you ought to begin with the King. 

XIII. If your Right-hand Adverſary leads a 
Suit of which you have King, Queen, and two 
or three {mall Cards of the ſame Suit, you being 
firong in Frumps, may paſs it, becauſe it is an 
equal Wager that your Partner has a better 
Card in that Suit than the third Hand ; if not, 
by your Strength of Trumps, you need not fear 
making that Suit, 1 55 

XIV. If your Right-hand Adverſary leads 
a Suit of which you have King, Queen, and 
one ſmall Card, whether in Trumps or not, 
put on the Queen: Alſo, if you have Queen, 
K nave, and one ſmall Card, put on the Knave; 
and if you have Knave, Fen, and one ſmall 
Card, put on the Ten: by putting up the ſe- 
cond beſt, as aforeſaid, your Partner has an 
Expectation of your having a better Card or 
Cards in the ſame Suit; and, by Recourſe to 
the Calculations annexed to this Treatiſe, he 
may be able to judge what are the Odds for and 
againſt him. . 

XV. If you ſhould have Ace, King, and two 
ſmall Cards in any Suit, being ſtrong in Trumps; 
if your Right-hand Adverſary leads that Suit, 

you 


The GAME of WHIST. 39 


you may paſs it, becauſe it is an equal Wager 
that your Partner has a better Card in that Suit 
than the third Hand; if ſo, you gain a Trick 
by it; if otherwiſe, you need not fear to 
make your Ace and King, by your Strength in 
Trumps. | 

XVI, If you ſhould have the Ace, Nine, 
Eight, and one ſmall Trump, and that your 
Partner leads the Ten ; in that Caſe paſs it, 
becauſe unleſs the three Honours lie behind you, 
you are ſure of making two Tricks; do the like, 
if you ſhould have the King, Nine, Eight, and 
or.e ſmall Trump ; or the Queen, Nine, Eight, 
and one {mall Trump. | | 

XVII. In order to deceive your Adverfaries, 
if your Right-hand Adverſary leads from a Suit 
of which you have Ace, King, and Queen, or 
Ace, King, and Knave, put on the Ace : be- 
cauſe that encourages the Adverſaries to play 
that Suit again: And though you deceive your 
Partner by this Method of Play, you alfo de- 
ceive your Adverſaries, which is of greater 
Conſequence in this Caſe ; becauſe, if you had 
put on the loweſt of the Tierce-Major, or the 

nave in the other Suit, your Right-hand Ad- 
verſary had made a Diſcovery that the Strength 
of that Suit was againſt him, and conſequently 
would have changed Suits, | 
XVIII. Suppoſe you have Ace, Ten, and one 
ſmall Card, in any Suit; alſo the Ace, Nine, 
and one ſmall Card of any Suit, Query, Which 


of theſe Suits ought you to lead from? Anſwer, 


rom 
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From the Suit of which you have the Ace, Nine, 
and one ſmall Card; for this Reaſon, it being 
an equal Wager that your Partner has a better 
Card in that Suit than the laſt Player; if not, 
let us then ſuppoſe that your Right-hand Ad- 
verſary leads from the King, or Queen, of the 
Suit of which you have the Ace, Ten, and one 
ſmall Card; in that Caſe it is an equal Wager 
that your Partner has a better Card in that Suit 
than the third Hand; if that happens to be the 
Caſe, upon the Return of the Suit, you lie Te- 
nace, and conſequently ſtand a fair Chance for 
three Tricks in that Suit. 

XIX. A Cas E to demonſirate the Tenace. 
Let us ſuppoſe A and B to play at Two— 
handed Whilſt, and let us ſuppoſe A to have 
the Ace, Oueen, Ten, Eight, Six, and Four 
of Clubs, which, in Caſe B always leads, are 
ſix ſure Tricks, Let us ſuppoſe he has the ſame 
Hand in Spades, which, in Caſe B always 
leads, are ſix more ſure Tricks. We ſu e 3 B 
has the Remainder of theſe two Suits. 

Let us ſuppoſe B to have the ſame Hand in 
Hearts and Diamonds, as 4 has ta Spades and 
Clubs, and that 4 has. the Remainder of the 
Hearts and Diamonds, which, in Caſe A always 
leads, are twelve ſure Tricks alla: bg: 

The foregoing Caſe ſhews that both Hands 
are exactly equal; and therefore let one of them 
name his Trumps, and lead, he wins thirteen 
Tricks only. | 

But if one names the Trumps, and the other 

leads, 
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leads, he that names the Trumps ought to win 
fourteen Tricks. 2 re 

Thoſe who would attain to the playing of 
Ws to Perfection, muſt not be content only 
with being a Maſter of the Calculations con- 
tained in this Treatiſe, and alſo an exact Judge 


of all the general and particular Caſes in the 


ſame; but be a very punctual Obſerver of ſuch 
Cards as are thrown away, both by his Partner 
and Adverſaries, and at what Time: Whoever 
attends cloſely to theſe Particulars, are the moſt 
likely to attain their End. 9 


* H A P. XV. 
Additional CASES. 


| WY HEN it appears to you that the Adver- 


ſaries have three or four Trumps re- 


maining, and that neither you nor your Part- 
ner have any, never attempt to force one Hand 
to trump, and to let the other throw away a 
| loſing Card, but rather endeavour to find out 
a Suit in your Partner's Hand, in caſe you 


have no Suit in your own, by which Means 
you prevent them from making their Trumps 
ſeparate. | | 5 
II. Suppoſe 4 and B are Partners againſt C 
and D, and ſuppoſe nine Cards are played out; 


and alſo ſuppoſe eight Trumps are played out; 


and further ſuppoſe A to have one 1 rump only, 


and ſuppoſe his Partner B to have the. Ace and 
Queen of Trumps, and ſuppoſe the Adverſaries 


C and 
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Cand D to have the King and Knave of Trumps 


between them. A leads his ſmall Trump, & 
plays the Knave of Trumps, Query, Whether 
B is to play his Ace or Queen of I rumps upon 
the Knave, becauſe D having four Cards in his 
Hand remaining, and C only three; con- 
ſequently, it is four to three in B's Favour, 
that the King is in D's Hand: If we reduce 
the Number of four Cards in a Hand to three, 
the Odds then is 3 to 2; and if we reduce the 


Number of three Cards in a Hand to two, the 


Odds then is 2 to 1 in Favour of B's winning 


of a Trick, by putting on his Ace of Trumps, 


By the like Rule you may play all the other 
Suits. 5 
III. Let us ſuppoſe you have the thirteenth 


Trump, and al ſo the thirteenth Card of any Suit 


in your Hand, and one loſing Card; and let us 
ſuppoſe you have only three Cards remaining, 
Query, Which of theſe Cards are you to play ? 
Anfwer, You are to play the loſing Card, be- 
cauſe if you play the thirteenth Card firſt, the 
Adverſaries knowing you to have one Trump 
remaining, will not paſs your loſing Card, and 
therefore you play 2 to 1 againft yourſelf, » 
IV. Let us ſuppoſe that you have the Ace, 
King, and three ſmall Cards in any Suit, which 


has never been played ; and let us ſuppoſe that 
it appears to you that your Partner has the 
laſt Trump remaining, 9 


Query, How are you to 
play theſe Cards to your greateſt Advantage ? 
Anſwer, Lou are to lead a ſmall Card in that 
5 Suit, 


hy 
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Suit, becauſe it is an equal Wager that your 


Partner has a better Card in that Suit than the 


| laſt Player; if ſo, and that there are only three 


Cards in that Suit in any one Hand, it follows 
that you win hve Tricks in that Suit; where- 
as, if you play the Ace and King in that Suit, 


it is 2 to I that your Partner does not hold the 


Queen, and conſequently, by playing the Ace 
and King, it is 2 to I that you win only two 
Tricks in -that Suit. "This Method may be 


taken in caſe all the Trumps are played out, 


provided you have good Cards in other Suits to 
bring in this Suit ; and you may obſerve, that 
you reduce the Odds of 2 to 1 againſt you to an 
equal Chance, by this Method of Play, and 
probably gain three Tricks by it. 8 

V. If you chuſe to have Trumps played by 
the Adverſaries, and that your Partner has led 
a Suit to you, of which you have the Ace, 
Knave, Ten, Nine, and Eight, or the King, 
Knave, Ten, Nine, and Eight, you are to 
play the Eight of either Suit; which probably 
leads the Adverſary, if he wins that Card, to 


play Trumps. 


VI, Suppoſe you ſhould have a Quart-Major 
in any Suit, with one or two more of the ſame 
Suit, and that it is neceſlary to let your Part- 
ner know that you have the Command of that 
Suit ; in that Caſe, throw away the Ace of that 
Suit, upon any Suit of which you have none 
in your Hand, to clear up his Doubts, becauſe 
the Odds is in your Favour that neither of the 

Adverſaries 


N q 
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Adverſaries have more than three in that Suit: 
The like Method may be taken if you have a 
Quart to a King; the Ace being played out, 


you may throw away the King; alſo, if you 


| ſhould have a Quart to a Queen (the Ace and 
King being played out) you may throw away 
your Queen: All which lets your Partner into 


the State of your Game; and you may play by 


the like Rule in all inferior Sequences, having 
the beſt of them in your Hand. 


VII. There is ſcarcely any thing more eom- 


' monly practiſed amongſt moderate Players, in 
| Caſe the King is turned 5 their Left- hand, 


and that they have the Queen and one ſmall 
Trump only, to play out their Queen, in Hopes 
their Partner may win the King if it is put on; 


not conſidering that it is about 2 to 1 that their 


Partner has not the Ace; and admitting he has 


the Ace, they do not conſider that they play 


two Honours againſt one, and conſequently 
weaken their Game, The Neceflity only of play- 
ing Trumps ſhould oblige them to play thus. 
VIII. 4 CAsE which frequently happens. 
A and g are Partners againſt C and D, and all 


the Trumps are played out except one, which 
or D has; A has three or four winning 


Cards in his Hand of a Suit already played, 


with an Ace and one ſmall Card of another 


Suit; Query, whether it is 4's beſt Play to 


throw away one of his winning Cards, or the 


ſmall Card to his Ace-Suit? Anfaver, It is his 


beſt Play to throw away one of his winning 


Cards, 
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Cards, becauſe, if his Right-hand Adverſary 

plays to his Ace-Suit, he has it in his Power to 
paſs it, and conſequently his Partner B has an 
equal Chance to have a better Card in that Suit 
than the third Hand; if ſo, and he has any 
forcing Card, or one of his Partner's Suit to play 


to, in order to force out the laſt Trump, his 


Ace remaining in his Hand, brings in his wine - 
ning Cards; whereas, if 4 had thrown away the 
ſmall Card to his Ace-Suit, and that his Right- 
hand Adverſary had led that Suit, he had been 
obliged to put on his Ace, and conſequently 
had loſt ſome Tricks by this Method of Play. 

IX. Suppoſe ten Cards have been played out, 
and ſuppoſe it appears very probable that your 


Left-hand Adverſary has three Trumps remain- 


ing, viz, the. beſt and two ſmall ones; and 
ſuppoſe you have two Trumps only, and that 
your Partner has no Trump ; and ſuppoſe your 
Right-hand Adverfary plays a thirteenth or 
ſome other winning Card ; in that Caſe paſs it, 
by which Means you gain a Trick, becauſe the. 
Left-hand Adverſary muſt trump. it. 

X. In order to let your Partner into the State 


of your Game, let us ſuppoſe you to have a 


Quart-Major in Trumps (or any other four beſt 
Trumps) if you are obliged to trump a Card, 
win it with the Ace of I rumps, and then play 
the Knave, or win it with the higheſt of any 
other four beſt Trumps, and then play the 
loweſt, which clears up your Game to your + 
Partner; and by ſuch a Diſcovery, it may bo! 

the 
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practiſe the like Rule in all other Suits. 

XI. If your Partner calls at the Point of Eight 
before his Time, you are to trump to him, 
whether you are ſtrong in I rumps or Suits, or 
not ; becauſe as he calls before he is obliged 
to do ſo, it is a Declaration of his being ſtrong + 
in Trumps. | 

XII. Suppoſe your Right-hand Adverſary 
turns up. the Queen of Clubs, and ſuppoſe, 
when he has the Lead, he plays the Knave of 
Clubs; and ſuppoſe you have the Ace, len, 
and one Club more, or the King, Ten, and one 
ſmall Card; Query, When he leads his K nave, 
whether you are to win it or not? Anſwer, You 


are not to win it, becauſe it is an equal Wager, 


when he leads his Knave of Clubs, you not hay- 
ing the King, that your Partner has it; alſo, it 
1s an equal Wager, when he leads his Knave of 
Clubs, you not having the Ace, that your 
Partner has it, and conſequently you gain a 


Trick by paſling it; which cannot be done, 


if you either put on your King or Ace of 
Clubs. ; 
XIII. 4 Cask for a Slam. Let us ſuppoſe 
A and B Partners againſt C and D; and let us 
ſuppoſe C to deal; and let us ſuppoſe 4 to have 
the King, Knave, Nine, and Seven of Clubs, 
they being Trumps ; a Quart-Major in Dia- 
monds, a Tierce-Major in Hearts, and the Ace 
and King of Spades, | 
Let 
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Let us ſuppoſe B to have nine Diamonds, 
two Spades, and two Hearts. 

Alſo, Let us ſuppoſe D to have the Ace, 
Queen, Ten, and Eight of Trumps, with nine 
Spades. | 

"And let C have five Trumps and Eight Hearts. 

A is to lead a Trump, which D is to win, 
and D is to play a Spade, which his Partner C 
is to trump; C is to lead a Trump, which his 
Partner D is to win; when D is to lead a Spade, 
which C is to trump; and C is to play a Trump, 
which D is to win; and D having the beſt 
Trump is to play it; which done, D having ſe- 
ven Spades in his Hand wins them, and con- 
ſequently ſlams A and B. 


HAP. I 


Additional Cas Es at WIS r. 


J. I F your Partner leads the King of a Suit, 
and that you have none of that Suit, paſs 

it, by throwing away a loſing Card (unleſs. 
your Right-hand Adverſary has put on the Ace) 
3 by ſo doing, you make Room for his 
ult, | | | 
II. Suppoſe your Partner leads the Queen of 

a Suit, and your Right-hand Adverſary wins 
it with the Ace, and returns that Suit ; in caſe. 
you have none of it, de not trump it, but throw 
away a loſing Card, which makes Room for 
your Partner's Suit. An Exception to this 
_ Manner 


n . 
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Manner of Play is, if you play for an odd 
Trick, and that you are very weak in Trumps, 
you may trump it. | 
III. Suppoſe you have the Ace, King, and one 
ſmall Card of a Suit, and that your Left-hand - 
Adverſary leads that Suit; and ſuppoſe you 
ſhould have four ſmall Trumps, and no Suit 
of Conſequence to lead from; and ſuppoſe 
gt Right-hand Adverſary ſhould put up the 
ine, or any lower Card; in this Cafe, win it 
with the Ace, and return the Lead upon the 
Adverſary, by playing the ſmall Card of that 
Suit; who will have Reaſon to judge that the 


King lies behind him, and conſequently will 


not put up his Queen if he has it; and there- 
fore you have a fair Probability of winning a. 
Trick by this Method of Play, at the ſame 
Time letting your Partner into the State of 
your Game, 5 
IV. If your Partner forces you to trump a 
Card early in the Deal, you are to ſuppoſe him 


ſtrong in Trumps, except at the Points of 4 or 


9 ; and therefore, if you are ſtrong in Trumps, 
you may play them. 5 5 | 
V. Suppoſe you call at the Point of 8, and 
your Partner has no Honour ; and ſuppoſe you 
ſhould have the King, Queen, and Ten ; the 
King, K nave, and Ten; or the-Queen, K nave, 
and Ten of Trumps ; when Trumps are played 
always put on the Ten, which demonſtrates to 
your Partner that you have two Honours re- 


maining, and ſo he plays his Game accordingly. 
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- VI... Suppoſe your Right-hand Adverſary 
calls at the Point of 8, and his Partner has - 


Honour ; and ſuppoſe you ſhould have the 
King, Nine, and one ſmall Trump, or the 
Queen, Nine, and two ſmall Trumps; when 
Trumps are played by your Partner put on the 
Nine, becauſe it is aboat 2 to 1 that the Ten is 
not behind you, and ſo you play your Nine to 
an Advantage. 2 Fr, 

VII. If you thould happen to lead a Suit of 
which you have the Ace, King, and two or 
three more, when you play the Ace, if your 
Partner plays the Ten or * ; and ſuppoſe 
you ſhould have one ſingle Card in your Hand 
in any other Suit, and two or three ſmall 
Trumps only; in this Caſe lead the ſingle Card, 
in order to eſtabliſn a Saw, and this Conſe- 
quenoe attends ſuch Play, viz. upon leading 
that Suit it gives your Partner an equal Chance 
of having a better Card in it than the laſt 
Player; whereas had he led that Suit to you, 
which is probable had been his ſtrong Suit, the 
Adverſary would have made the Diſcovery of 
your attempting to eftabliſh a Saw, they would 
trump-out,. and fo prevent your making your 
2 Trumps : By this Method of Play, your 

rtner will eaſily judge the Reaſon for your 


SE of Suits, and ſo play his Game accord - 
VI. Suppoſe you have the Ace and Deuce 
75 Frumps, and ſtrong in che three other Suits 3 
if you are to lead, play your Ace, and next your 
= D Deuce 
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Deuce of Trumps, in order to put the Lead in- 
to your Partner's Hand, to take out 2 Trumps 
for 1; and ſuppoſe the laſt Player wins that 
Trick, and that he leads a Suit of which you 
have the Ace, King, and 2 or 3 more, paſs it, 
becauſe it is an equal Wager that your Partner 
has a better Card in that Suit than the third 


Hand; if fo, he will then have an Opportunity 


of taking out two Trumps to one; when the 
Lead comes into your Hand, you are to.endea- 
vour to force out .one of the two Trumps re- 
maining, upon Suppoſition 11 Trumps are 
played out, and the Odds is ſtill in your Favour 


that your Partner has 1 of the 2 Trumps re- 


maining. | n | 
IX, Suppoſe 10 Cards are played out, and 


that you have the King, Ten, and one; ſmall 


Card of any Suit, which has never been led; 
and ſuppoſe you have won 6 Tricks, and ſup- 
poſe your Partner leads from that Suit, and that 
there is neither a Trump or thirteenth Card in 
any Hand; in this Caſe, unleſs your Right-hand 
Adverſary puts on ſo high a Card. as: obliges 


you to play your King, do not put it on, be- 


cauſe upon the Return of that Suit, you make 
your King, and conſequently the odd Trick, 
which makes 2 Difference: If there happens to 
be only 9 Cards played out in the like Circum- 
ſtance, you are to play by the like Rule. This 
Method is always to be taken, unleſs the gain- 
ing of 2 Tricks gives you a Chance either to 
ſave your Lurch, or to win or ſave the Game. 

; | + X. Sup» 
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X. Suppoſe A and B Partners againſt Cand D, 
and let us ſuppoſe B has the two laſt Trumps, 
alſo the Queen, K nave, and Nine of another 
Suit; and let us ſuppoſe A has neither the Ace, 
King, or Ten of that Suit, and A is to lead 
that Suit: Query, What Card is B to play to 
give him the faireſt Probability of winning a 
Trick in that Suit? Anſwer, B is to play the 
Nine of that Suit, becauſe it is only five to four 
againſt him that his Left-hand Adverſary holds 
the Ten; and if he plays either the Queen or 
K nave, it is about three to one the Ace or 
King is in his Left-hand Adverfary's Hands, 
and confequently he reduces the Odds of three 
to one againſt him, to five to four only 
XI. Let us vary the foregoing Caſe, arid put 
the King, Knave, and Nine of a Suit into B's 
Hand, upon Suppoſition that 4 has neither 
Ace, Queen, or Ten, when A leads that Suit, 
it is exactly equal whether B plays his King, 
Enave, or Nine. e, 
XII. Suppoſe you have Ace, King, and three 
or four ſmall Cards of a Suit not played, and that 
it appears to you that your Partner has the laſt 
Trump ; in this Cafe, if you are to lead, play 
a ſmall Card in that Suit, it being an equal 
Wager that your Partner has a better Card in 
that Suit than the laſt Player; if ſp, the Proba- 
bility is in your Favour that you make 5 or 6 
Tricks in that Suit; but if you ſhould play out 
Ace and King of that Suit, .it is 2 to 1 that 
your Partner has not the Queen, and conſe- 
FT JJV 
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quently it is 2 to 1 that you make only two 
Tricks in that Suit; by which Method of Play 8 
you riſk the loſing of 3 or 4 Tricks in that Deal 
SCI. OTTER : 
KIll. Suppoſe your Partner leads a Suit of 
which he has the Ace, Queen, Knave, and 
many more, and leads his Ace, and then plays 
his Queen ; in caſe you have the King, and two 
ſmall Cards in that Suit, win his Queen with 
the King; and ſuppofe you are ftrong in 
Trumps, by clearing the Board of Trumps, and 
having a ſmall Card of your Partner's great 
Suit, you do not obſtruct his Suit, and confe- 
* win many Tricks by this Method of 
lay. . | | 


CHAP, XVI. 
New CAS ES at WRHIS r. 
8E I. How to play for an odd Trick. 
3 Suppoſe you are elder Hand, and that you 
have the Ace, King, and three fmall Trumps, 
with four ſmall Cards of another Suit, three 
mall Cards of the third Suit, and one ſmall 
| Card of the fourth Suit: Query, How are you 
to play? Anfiver, You are to lead the ſingle 
Card, which, if it is won by the laſt Player, it 
puts him upon playing Trumps, or to play to 
your weak Suits ; in which Cafe your Partner 
and you gain the Tenace. 
The lite Caſe for an odd Trich, and that your 
Partner is to lead, Let us ſuppoſe he plays the 
Ace of the Suit, of which you have only _ 
; 10 an 
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and proceeds to play the King of the ſame Suit, 


and that your Right-hand Adverſary trumps it 
with the 8 nave, or Len; do not over- 
trump him, but throw away a fmall Card of 
your weakeſt Suit; the Conſequence of which 
is obvious, becauſe it leaves your Partner the 
laſt Player, and fo gives him the Tenace in your 
weak Suits. „ 


The like Caſe, upon fetion you want faur or 
frve e are elder Hide, 1 

In that Caſe play a fmall Trump, and if your 
Partner has a better Trump than the laſt Player, 
and returns the Lead, put on your King of 
Trumps, and then proceed to play the Suit of 
which you have four in Number. 

Theſe Examples being duly attended to, on 
all Parts of the Game, muſt be of great Conſe- 
quence to the Player ; becauſe, when he has na 
good Suit to play, his Partner being the laſt 
Player gains the Tenace in his weak Suits. 
. i and B are Partners, againft C and D, 
12 Trumps are played out, and 7 Cards onl 
remain in each Hand, of which A has the la 
Trump, and alfo the Ace, King, and 4 ſmall 
Cards of a Suit; „ py 

Quere, Whether A ſhould play the Ace and 
King of that Suit, or a ſmall one - 

Anſwer, A ought to play a ſmall Card of 
that Suit, becauſe it is an equal Wager that his 
Partner has a better Card in that Suit than the 


D 3 laſt 


. 
eee 
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laſt Player; and in this Caſe, if, 4 Cards of that 
Suit ſhould happen to be in either of the Ad- 
verſaries Hands, by this Method of Play, he will 
be able to make five Tricks in that Suit ; which 
if he played off his Ace and King, he had made 
only 2 Tricks in that Suit. If neither of the Ad- 
verſaries have more than 3 Cards in that Suit, 
he has an equal Wager to win 6 Tricks in it. 
III. Suppoſe A and E are Partners againſt C 


and D, and that eight Trumps are played out, 


and that A has four of thoſe Trumps remaining, 
C C having the beſt Trump, and to lead; 

Quere, Whether C ought to play his Trump 
or not ? 
Anſwer, C ought not to "0 his Trump to 
take out 1 of As I rumps, becauſe, as he leaves 
3 Trumps in A's Hands, in Caſe A's Partner has 
any great Suit to make, by C's keeping the 
Trump in his Hands, he can prevent him from 
making that Suit by trumping it. 

IV. A Caſe of Curioſity. Suppoſe 3 Hands of 
Cards containing 3 Cards in each Hand ; let 4 


name the Trumps, and let Bchuſe which Hand 


he pleaſes, A having his Choice of either of the 
other 2 Hands, wins 2 Tricks. 
Clubs are to be Trumps. 
Firſt Hand, Ace, King, and 6 of Hearts. 


Second Hand, Queen and 10 of Hearts, and 


10 of Trumps. 


Third Hand, 9 of Hearts, and 2 and 3 of 


Trumps. - 
The firſt Hand wins of the ſecond. 


— 


The 


hat 


vill 
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uit, 
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' ''The ſecond wins of the third. b 
om the third wins of the firſt. 


— SIS 6 5 75 
C FT A p. XVIII. 
The 13 at WHISs r, as played at White's 


and Stapleton s Chocolate-Houſes, &c. 


I. at F any, Perſon plays out of his Turn, it is 
in the Option of either of his Adverſa- 
ries to call the Card play'd, at any. Time in 
that Deal, provided it does not make him re- 
voke; or ir either of. the adverſe Parties are to 
lead, he may deſire his Partner to name the Suit 
fe chuſes to have him lead, and when a Suit 
ns named, his Partner muſt play it if he 
as It. ; 

II. No.Revoke to be claimed till the Trick is 
turned and quitted, or the Party who revoked, 
or his Partner, have played again. 

III. If a Revoke happens to be made, the 
adverſe Party may add 3 to his Score, or take 3 
Tricks from the Adverſaries, or take down 3 
from their Score ; and the revoking Party, pro- 
vided they are up, notwithſtanding the Penalty, 
muſt remain at nine; the Revoke takes Place 
of any other Score of the Game. 

IV. If any Perſon calls at any Point of the 
Game, except 8, either of the adverſe: Patties 
may call a new Deal ; and they are at Libert 
to conſult each other, whether they will have a 
new Deal. 

V.. After the Trump Card is turned up, no- 

D 4 body 
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body ought to remind his Partner to call, on 
Penalty of loſing a Point. 

VI. If the Trump Card is turned up, no Ho- 
nours in the preceding Deal can be ſet up, 
unleſs they were before claimed. 

VII. If any Perſon ſeparates a Card from 
the reſt, the adverſe Party may call it, pravided 
he names it, and proves the Separation; but in 
4 Caſe he calls a wrong Card, the adverſe Parties 
4 may call the higheſt or loweſt of any Snit, out 

of his or his Partner's Hands, the rſt Time 
either of them are to plz 
VIII. If any Perſon rerokes, and before the 
Cards are turned diſcovers it, the adverſe Party 
may call the higheſt or loweft Card of the Suit 
led, or have their Option to call the Card thert 
BM played, at any Time, when it does not taufe a 
HM Revcke. 
1 IX. If a Card is turned u 14 dealing, it is 
| [| 1 in the Option of the adverſe Party to call àa new 
x Deal; but if either of them Sox been the 
Caufe of turning up ſuch Card, in that Caſe 
the Dealer has his Option. 

X. If the Ace, or any other Card of a Suit 
is led, and it ſhould fo happen that the laſt 
Player plays out of his Turn, whether his Part- 
ner has any of the Suit led or not, provided you 
do not make him revoke, he is neither entitled 
to trump it, nor to win the Trick. | 

XI. If a Card is faced in the Deal, they muſt 
deal again, unleſs it is the laſt Card: 

XII. Every Perſon ought to fee that he has 

13 Cards 
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13 Cards dealt; therefore, if any one ſhould 
happen to have only 12, and does not find it 
out till ſeveral Tricks are played, and that the 
reſt of the Players have their right Number, the 
Deal ſtands good; and alſo the Perſon who 
plays with 12 Cards, is to be puniſhed for each 
Revoke, in Caſe he has made any; but if any 
of the reſt of the Players ſhould happen to have 
14 Cards, in that Caſe the Deal is loſt. 


XIII. If any Perſon throws his Cards upon 
the Table, with their Faces upwards, upon 
Suppoſition that he has loſt the Game, the 
Adverſaries have it in their Pewer to call any 
of the Cards once, or oftener, when they 
think proper, provided they. do not make the 
Party revoke, and he is not to take up his 
Cards again. 3 

XIV. A and Bare Partners againſt C and D; 
A leads a Club, his Partner B plays before the 
Adverſary C; in this Caſe, D has a Right to 
play before his Partner C, becauſe B played 
out of his Turn. | 

XV. If any Perſon is ſure of winning every 
Trick in his Hand, he may ſhew his Cards upon 
the Table: But ſhould it ſo happen that he has 
any loſing Card in his Hand, he is then liable 
to have all his Cards called. ES | 

XVI. If any Perſon calls at the Point of 8, 
and his Partner anſwers, and both the oppoſite 
Parties have thrown down their Cards, and it 
appears that the other Side had not two by 


Honours; in this Caſe they may conſult with 


5 | one 
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one another about it, and are at Liberty to 
ſtand the Deal or not. | _ 
XVII. And if any Perſon anſwers when he - 
has not an Honour, the adverſe Party may con- 
ſult one another about it, and are at Liberty to 
ſtand the Deal or not. 

XVIII. The Dealer ought to leave in View 
upon the Table his Trump Card, till it is his 
'Turn to play ; and after he has mixed it with 
his other Cards, no-body is entitled to demand 
what Card is turned up, but may aſk what is 
Trumps: This Conſequence attends ſuch a 
Law, that the Dealer cannot name a wrong 
Card, which otherwiſe he might have done. 

XIX. No Revoke can be claimed after the 
Cards are cut for a new Deal. 

XX. If any Perſon claims a Revoke, the ad- 
verſe Party are not to mix their, Cards, upon 
Forfeiture of the Revoke. 2 

XXI. A and B are Partners againſt C and 
D; A plays the Ten of a Suit, the Adverfary- 
C plays the Knave of the ſame Suit, B plays 
a ſmall Card of the ſame Suit; but before D. 
plays, his Partner C leads a thirteenth, or 


* 
9 
> 


ſome other Card; the Penalty ſhall be in the 


Option of A, or B, to oblige D to win the. 
Trick if he can. 5 N 
XXII. If any body calls at 8, after he has 
played, it ſhall be in the Option of the Adver- 
ſaries to call a new Deal. 
XXIII. A and B are Partners againſt C and 
D; A leads a Club, C plays the Ace of Clubs, 
: TY B plays 


The GAME of WHIS T. 59 
B plays a Club, and D, Partner to C, takes 
up the Trick without playing any Card; A, and 
the reſt of the Players, play on, till it appears 
D has one Card more than the reſt; Penalty 
to be, in the Option of the Adverſaries to call 
a new Deal. 
XXIV. A deals, and inſtead of turning up 
the Trump, he puts the Trump Card upon the 
reſt of his Cards, with the Face downwards; 


he is to loſe his Deal. 
Theſe Laws are agreed to by the beſt r Judges 


C HAP. XIX. 


A DICTIONARY fr WHIS T, 
which reſolves almoſt all the critical Caſes that 
may happen at that GAME ; by 92 F Queſe 


tion and Anſwer. 


T's H OW to play Tremps 00 to the > 

Advantage? Peruſe the Treatiſe of 

Whiſt, Chap. I. Caſe 11, and all the remain- 
ing Caſes in that Chapter; alſo Chap. II. 

2. How to play Sequences when I rumps ? 

Anſwer. You are to begin with the * 
of them. 

3. How to ay Sequenees when they are 
not Trumps ? 

Anſ. If you have 5 in Number, you are to 
begin with the loweſt; if 3 or 4 in Numbers, 
always play the higheſt, 

4. Why do you prefer playing of Sequences 
rather than other Suits ? 


D 6 Anſe. 
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Anſ. Becauſe they are the ſaſeſt Lead, and 
gain the Tenace in other Quits. ., Cal 
5. When ought you to make Tricks early 
Anſ. When you are weak in Trumps. 
| ws —_— ought you not to make Tricks 
early 
nſ. When you are ſtrong in Trumps, 
„hen 5 play hw an Ace-Suit ? 
An. You do ſo when you have 3 in Num- 
ber only in any Suit (Trumps excepted.) 
8. When don't you play from an Ace Suit? 
Anſ. You ought not to lead from an Ace- 
Suit, having 4 or more in Number in any other 
Suit; becauſe the Ace is an Aſſiſtant to your 
great Suit, and when Trumps are played out 
enables you to make that Suit. 
9. When any Card of Conſequence is turned 
up on your Right or Left-hand, how are you 
to play in that Caſe ? See Chap. X. Caſe x. 
Chap. XII. Caſe 1. 
10. Why are you always to play your Hand 
by your own and Adverſaries Scores? — 
Anſ. Chap. I. Caſe 6. See References in 
this . aſe. | 
11. How to know when your Partner has 
no more of the Suit played? See Chap. IV. 
Cales 1, 2, 3. | 1 Fever 
12. Reaſons for putting on at Second-hand 
the King, Queen, E nave, Ten, and when not? 
Chap. X. Caſes 1, 2, 3. 


13. Why are you to play the Queen, K nave, 
or Ten of any Suit, when that Suit is played : 
1 * 8 ſecon 


ind 


cks 
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ſecond Time, having three in Number only 
Chap. XIII. Caſe 4. 

14. When ought you to over · trump your 
Adverſary, and when not? 

Auſ. When you are weak in Trumps you 
ought to over-trump him; but if ſtrong in 
88 you ought to throw away a loſing 

ard. 


15. Reaſons for not parting with the Com- 


mand of your Adverſary's ſtrong Suit. Chap. 


XII al ho; 

16. If your Adverſary on your Right-hand 
leads a Suit of which you have the Ace, King, 
and Queen, why are you to put on the Ace, 


preferable to the Queen? 


Anſ. Becauſe it deceives the Adverſary, which, 
in this Caſe, is of more Conſequence to you 
than to deceive your Partner. 

17. To declare your ſtrong Suit, when pro- 

r to be done, and when not? 

"= When you have only one ſtrong Suit, 
and you trump out to make that Suit, in that 
Caſe you ought to declare it; but if you are 
ſtrong in all Suits, there is no Neceflity of de- 
claring your ſtrongeſt Suit. 

18. The Ace turned up on your Right-hand, 
and that you have the Ten and Nine only of 
2 rumps, why do you play che Ten? Chap. Xl. 

ale 1. 

19. 0 hy do you play Hom: a King-Suit pre- 
ferable to a y Duo ng having the like Num- 
ber of each ? 

Anſ. 


Eo aaa 


: RS ED br 
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Anſ. Becauſe it is 2 to 1 that the Ace does 
not lie in your Left-hand Adverfary's Hands, 
and it is 5 to 4, if you lead from a Queen- 
Suit, that the Ace or King lies in his Hands, 
and that you loſe your Queen, and ſo play to 
a e 

o. Why "do you play from = Queen-Suit 
el to a Knave-Suit ? 

pg prot Caſe- 19. 

When you have the four beſt Cards of 
2 Suit, why do you throw away the bet ? 

Anſ. To let your Partner into the State of 
your Game. 

22, Your Partner's ſtrong Suit, kid are you 
to make the moſt of it? | 

Chap, VI. has fix Examples to demonſtrate 
It. 
23. The Queen turned up on your Right- 
hand, you have the Ace, Ten, and one Trump, 
or the King, Ten, and one Trump; if the 


Right-hand Adverfary plays the Knave, Num, 


how are you to play ? 

Anſ. You are to paſs it, by which you have 
an equal Wager of gaining a Trick, and can- 
not loſe by ſo doing: 

24. Four Cards are played out, and Trumps 
are gone round twice, your Partner not ap- 
pearing to have any higher Trump than the 8, 


vet he has three Trumps ; when he plays his 


third Trump, the next Hand puts on the 
* there being the King only in the Ad- 
yerfary's. 
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verſary's Hands, you —— the Ace and 
Queen of Trumps; 
Query. Whether are you to play the Ace or 


Queen ? ? 


Anſ. You are to play the Ace, becauſe it is 9. 


to 8 that the laſt Player has the King; and if 
you reduce the Cards to 2 in Number, it then 
is 2 to 1 in your Fayour, by playing the Ace, 
that the King falls : The like Method may be 
taken in other Suits, upon the like Occaſions. 
EN 

Let us ſuppoſe that you have only 2 Cards 
remaining in your Hands of any Suit, viz, the 
Queen and Ten; and let us ſuppoſe the Knave 
and Nine of the ſame Suit are in your Adver- 
ſary's Hands, when your Partner leads that Suit, 
your Right-hand Adverſary plays the Nine, and 
has one Card only remaining; 

Query, Whether you ought to play your 
Queen or Ten! 

Anſ. You ought to play your Queen, becauſe 
it is 2 to I that your Left-hand. Adverſary has 
the Knave. And in all Caſes of the like Na- 
ture you ought to play by this Rule. 

I would know what is the Odds that the 
Dealer at Whiſt holds four Trumps or more-z 

Anſ. That he holds four Trumps or more is 
232 to 165, or about a Guinea to 145. 11 4. 
and almoſt a Farthing. 
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CH AP: — 


An Explanation, for the Uſe of Beginners, of 
fome of the TERMS or TECHNICAL Wokps 
made Uſe of in this Treatiſe. 


FINESSING. 


M EANS the endeayouring to gain an Ad- 
vantage by Art and Skill, which con- 
ſiſts in this; when a Card is led, and you have 
the beſt and third beſt Card cf that Suit, you 
judge it beſt to put your third beſt Card upon 
that Lead, and run the Rifk of your Adverfary's 
having the. ſecond beſt of it; that if he has it 
not, which is 2 to 1 againſt him, you are then 
ſure of gaining a Trick. L 
FORCING, 

Means the obliging your Partner or your Ad- 
verſary to trump 2 Suit of which he has none. 
The Caſes mentioned in this Treatiſe will ſhew 
when it is proper to force either of them. 

LONG TRUMP, : 

Means the having one or more Trumps in 

your Hand, when all the reſt are out. | 
LOUSE CARD, 

Means a Card in a Hand that is of no Value, 

and conſequently the propereſt to throw away. 

Ten of them make a Game ; as many as are 
gained by Tricks or Honours, ſo many Points 
are {et up to the Score of the Game. 

oe Senn QUART, 
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QUART, 

In general is a Sequence, of any four Cards 
immediately following one another in the ſame 
Suit. Quart- Major is therefore a Sequence of 
Ace, King, Queen, and Knave, in any Suit. 

QUINT, 

In general is a Sequence of any five Cards 
immediately following one another in the ſame 
Suit. Paint-Mojor is therefore a Sequence of 
Ace, King, Queen, Knave, and Ten, in any 


Suit. 5 | 
* 1 — | 
aying at ime the Reverſe, means only 
the — * Hand in a different Manner; 
that is to fay, if your are firong in Trumps you 
play one Way, but if weak in Trumps you 
play the Rever/e, vix. another. | | 
| © 8&5 R-= SAW, -. | 
Is when each Partner trumps a Suit, and 
they play thoſe Suits to one another to trump. : 
| SCORE. | 
Score of the Game is the Number of Points 
ſet up, ten of which make a Game. 
| TENACE. | 
Having the Teuace in any Suit ſuppoſes the 
having the firſt and third beft Cards, and 
being the laſt Player, and conſequently you 
catch the Adverſary when that Suit is played: 
As for Inſtance, in caſe you have Ace and 
Queen of any Suit, and that your Adverſary 
leads that Suit, muſt win thoſe twe 


Tricks; and ſo of any other Tenace in inferior 
Cards. * : ; 'T E R C | A 
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TERCE;, 


In general is a Sequence of any three Cards 
immediately following one another in the ſame 
Suit. Terce-Majer is therefore a Sequence of 
Ace, King, and Queen, in any Jui 


C H AN 1 


45 N Memory, or an eafy Method 


| 65 ing the MEMokv of theſe 5 22 at 
* ame of WRHIST. 19 2 


Together with 


Some Additional Casrs. 


L P LACE ofevery Suit in your Hand, the 

worſt of it to the Left-hand, and the beſt 
ti Order) to the Right; and the Trumps in 
the like Order, ara to the left of all the 
other Suits. _. 

IL. If in the Courſe of Play you find you have 
the beſt Card remaining in any Suit, put the 
ſame to the Left of your Trumps. 

III. And if you find you have the ſecond beſt 
Card of any Suit to remember, place it on the 
Right of your 'Trumps- 

IV. And if you bas the third beſt Card of 
any Suit to remember, place a fmall Card of 
that Suit between the FTrumps and that third 
beſt, to the Right of the Trumps. 

V. To ke your Partner's firſt Lead, 
place a ſmall Card of that Suit led in the Midſt 
of your Trumps, and if you have but one Trump, 


on the Left of it. 
VI. When 
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„* 


VI. When you deal, put the Trump turned up 
to the Right of all your FTrumps, and part with 
it as late as you can, that your Partner may 
know you have that Trum p leſt, and ſo play 


accordingly. 


VII. To find where or in what Suit your Adver- 


” 


ſaries revoke. 


Suppoſe the two Suits on your Right-hand 
to repreſent your Adverſaries in the Order they 


ſit, as to your Right and Left-hand, 


* 
| 2 


When you ſuſpect either of them to haye 
made a Revoke in any Suit, clap a ſmall Card 
of that Suit amongſt the Cards repreſenting 


that Adverſary 


; by which Means you record 


not only that there may have been a Revoke, 
but alſo which of them made it, and in what. 


Suit. | 


If the Suit that repreſents the Adverſary 


that 


made the Revoke, happens to be the Suit he 
revoked in, change that Suit for another, and, 


as above, put a ſmall Card of the Suit revoked 


in, in the Middle of that exchanged Suit, and 
if you have not a Card of that Suit, reverſe a 
Card of any Suit you have (except Diamonds) 


and place it there. 


VIII. As you have a Way to remember your 
Partner's firſt Lead, you may alſo record in 
what Suit either of your Adverſaries made their 
firſt Lead, by putting the Suit in which they 
made that Lead, in the Place which in your 
Hand repteſents that Adverſary, at either your 
Right or Left-hand; and if other Suits were 
"IT already 
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already placed to repreſent them, then ex- 
change them for the Suits in which each of 
them makes his firſt Lead. | 

The foregoing Method is to be taken when | 
you find it more neceſſary to record your Ad- 
verſary's firſt Lead, than to endeavour to find 
out a Revoke. 


C HAP. XXII. 
CAL uTLATIONS oft WHIST. 


Theſe dire with moral Certainty, baw te play 
well any Hand ar Game, by ſbewing the 


Chances of your Partner's bavinz Is % a 3 
certain Cards. 


ti Read with Attention thoſe marked N. B. 


For EXAMPLE. 
Would know what is the Chance of = dar- 
ing one certain Card ? 


Anfwer. 4 him. 8 him. 
That he has it not is, N. B. 2 to 1 


II. I would know what is the Chance of his 
having two certain Cards ? 


| againſt for 

Anſwer, him. him. 

That he has one of them only, is 31 to 26 

That he has not both of them, 1 
But _ he has one or both is about 

0 4+ N. B. 0 5 


f I I would alſo know what are the Chances 
of his having 3 certain Cards? 


a Anſicer. 
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lf] 1021 cx 

That he holds one of them only y, is 7 him. him. 

325 for him, to 378 againſt him, C 6 to 7 
or about 


That he has not 2 of them only, is 5 


156 for him, to 547 againſt him, 
or about 


a2 if 


That he has not all 3 of them, is 


22 for him, to 681 againſt ** 
or about 


1 


481 for him to 222 againft him, 
or about 

And that he has 1, 2, or all 3 af 
them, is about N. B. $ 3 


But that he has 1 or 2 of them, is | 
OT 


2 


An Explanation and Application of the Calculations 


neceſſary to be underſtood by thoſe who read this 
Treatiſe. 


Firft CALCULATION. 
T is 2 to 1 that'my Partner has not one cer- 
rain Card. 
Fo apply this Calculation, let us ſuppoſe the 


Tight-hand Adverſary leads a Suit, of which you 


have the King, and one fimall: Card only; you 


may obſer ve that it is 2240 1 by putting on your 


King, that theleſt- hand Ares cannot winit. 
Again, Let us ſuppdſe that you have the King, 


and three ſmall Cards of any Suit, likewiſe the 
Queen, and three ſmall Cards of any Suit, I 


would know which. ische beſt Suit to lead from. 
Anſwer. 
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Anſwer, From the King, becauſe it is 2 to 1 that 
the Ace does not lie behind you ; but it is 5 to 
4 that the Ace or King of any Suit lies behind 
you, and conſequently, by leading from your 
Queen-Suit, you play to a Diſadvantage. 

24 CALCULATION, It is 5 to 4, at leaſt, 
that your Partner has 1 Card out of any two 
certain Cards; the like Odds is in Favour of 
your right-hand and left-hand Adverſaries: 
Therefore, ſuppoſe you have 2 Honours in any 
Suit, and knowing it is5 to 4 that your Partner 
holds one of the other 2 Honours, you do by 
this Knowledge play your Game to a greater 
Degree of Certainty. 

Again, Let us ſuppoſe that you have the Queen 
and 1 ſmall Card in any Suit only, and that your 
right-hand Adverſary leads that Suit, if you put 
on your Queen, it is 5 to 4 that your left-hand 
Adverſary can win it, and therefore you play 5 
to 4 to your Diſadvantage. | ae 

2d CALCULATION. It is 5 to 2 that your 
Partner has x Card out of any 3 certain Cards, 

Therefore, ſuppoſe you have the Knave and 
1 ſmall Card dealt you, and that your right- 
hand Adverſary leads from that Suit, if you put 
on the Knave, it is 5 to 2 that your left-hand 
Adverſary has either Ace, King, or Queen of 
the Suit led, and therefore you play 5 to 2 
againſt yourſelf ; beſides, there is a further Con- 
ſideration, by making a Diſcovery to your right- 
hand Adverſary, he fineſſes upon your Partner 
throughout that whole Suit. | 
12 = | | 5 | And, 
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And, in order to explain the Neceſſity there 


is of putting the loweſt_of Sequences in all the 


Suits led, let us ſuppoſe. that your Adverſary 
led a Suit of which you have the King, Queen, 
and Knave, or. Queen, Knave, and Ten; by 
putting on your Knave of the Suit of which 
you have the King, Queen, and K nave, it gives 
your Partner an Opportunity of calculating the 
Odds for and againſt him in that Suit, and al- 
ſo in all inferior Suits of which you have Se- 
quences. . 5 pF 

A farther Uſe to be made of the foregoing 
Calculation: Let us ſuppoſe, that you have the 
Ace, King, and 2 ſmall Trumps, with a Quint- 
Major, or 5 other winning Cards in your Hand 
in any. Suit, and that you have played Trumps 
two Rounds, and that each Perſon followed 
Trumps ; in this . Caſe there are 8 Trumps 
out, and 2 Trumps remaining in your Hand, 
which make 10, and 3 Trumps which are di- 
vided between the remaining. 3 Players, of 
which 3 Trumps the Odds is 5 to 2 in your 
Favour that your Partner has 1 and therefore 
out of 7 Cards in your Hand, you are entitled 
to win 5 Tricks. . | 


Same COMPUTATIONS for laying of your Money 


at the Game of WHIS r. { 

| With the Deal: 
The Deal _ — | — zs 21 to 20 
1 Love.. —— 11 10 
„ „ Low 


| 
i 
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| 
| 
| 
1 
| 
j 
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1790 — — is 7 to 3 
9 3 is about — 1 1 
With the Deal. 5 
3 — — 6 14 
7 4 3 ; ＋ I. 
8 —— ww T 
9 4 is about — 3 
With the Deal. 
to 5 —— _— 5 to 4 
5 x19 __— 
5 is about * — 2 
With the Deal. 

7 to 6 — — 84 to 3 
8 6 —_ tr I 
9 6 is about — — 4 

With the Deal. = 
8 to 7 is above — . Fſ@ 2, 
9 is about — — 12 to 8 


8 to q, upon the beſt Computation made at 
preſent, is about 3 and a half in the Hundred, in 
favour of 8 with che Deal; againſt the Deal, the 
Odds is ſtill, though ſmall, in favour of 8. 


E CAlcu- 


* Th GAME ef W HIS T. 
 ALCULATIONS at WH IST, , for the 
Whole Rubber. 


\UPPOSE A and B are at Play, and that 
A is 1 Game, and 8 Love of the ſecond 
zame, with the Deal. 
Quere. What is the Odds throughout the 
Whole Rubber? 


1 Game Love and 9 Love of the ſecond 


8 "aj (upon Suppoſition of 9 Love with the 


Jeal) being nearly 6 to 1 ; 


Firſt Game and 9 Love of the 5 5 
' ſecond Game is nearly * £ 
11ſt Game and 8 une of the 
ſecond Game is a little more 13 


to 1, Se. 
than the former ; 


q irſt Game and 7 Love of the 060-4 
ſecond is nearly | 
Jitto and 6 Love of the uh © 1 
cond is nearly | 
Pitto and 5 Love of the . 38 
cond is nearly 


Ditto and 4 Love of the ſe- 

De is nearl l 
itto and 3 Love of the ſe- 8 
cond is nearly 4x tor 
itto and 2 Love of the wt | + to | 
cond is nearly 
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I The following MAXIMS for WHIST, 
the 6 Toto PAYNE, are now 
L 44 by Permiſſion of the Proprietor, 
_ Lex A B 9p. 


EGIN with the Suit of which you have 
the moſt in Number. For when the Trumps. 
are out, you will probably make ſeveral Tricks in 
ond it. 
the 2. If you hold equal Numbers in different 
Duits, begin with the ſtrongeſt. Becauſe it 1s. 
the leaft liable to injure your Partner. | 
3. Sequences are always eligible Leads. Be- 
cauſe they ſupport your Partner's Hand, without i ” 
juring your own. ö 
Oe. 4. Lead from a King or Queen, rather than 
from an Ace. For /; / nce the Adverſaries will lead 
from theſe Suits which you do not, your Ace will do 
them mojt Harm. | 
5. Lead from a King rather than from a 
Queen, and from a D rather than a Knave. 
For the flranger the Suit, the leſi is your Pas rer 
endangered. 
6. Lead not from Ace Queen, or Ace Knave, , 
'till it becomes neceſſary. For if that Suit is _ 
| led by the Aiverſaries, Jou have a goed Chance of 
. KB making two Tricks in it. 
y 7. In all Sequences to a Queen, Knave, or 
2 Ten, begin with the higheſt, Becauſe it will - 
8 frequently diſtreſi your Left-hand Adverſary. 
SP. 8. Having Ace, * and Knave, E the 
ing. 


5 , OT I AS _ n 
. 1 * e E r 
ar 2 — 8 7 — — : CT wy * - * 


2 — ”w - 4 - 9 
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King. For if flrong in Trumps, you may wait the 
Daz of 10 Lottie fineſſe the Kors, | 
9. Having Ace, King, and one ſmall Card, 
lead the ſmall one. For by this Leud ytar Parti- 
ner has a Chante to mati the Knaue. 

10. Having Ace, King, and two or three 


ſmall Cards, play Ace and King if weak in 

Trumps, but a ſmall Card if ſtrong in them. 

For when 23 in Trumps, you may give your 
Partner the Chance of making the firſt Trich. 

11. Having King, Queen, and one ſmall 
Card, play the ſmall one. For your Partner has 
an equal Chance to win the T1 ich ; and yon need 
not fear to mate King or Queen. 

12. Having King, Queen, and two or three 
ſmall Cards, lead a ſmall Card if ſtrong in 
Trumps, and the King if weak in them. For 
Strength in Trumps intitles you to play a backward 
Game, and to give your Partner the Chance of win- 
ning the firſt Trick ; but if weak in Trumps it is 
neceſſary to ſecure a Trick in that Suit, by leading 
the King or Queen. | 5 

13. Having an Ace with four ſmall Cards, 
and no other good Suit; play a ſmall Card if 
ſtrong in Trumps, and the Ace if weak. For 
Strength in Trumps may enable you to make one or 
two of the ſmall Cards, alth# your Partner ſhould 
ut be able to ſupport the Lead, | 

14. Having King, Knave, and Ten, lead the 
Ten. For if your Partner holds the Ace, you have 
a geod Chance of making three Tricks, whether he 
paſſes the Ten or not, 

15. Having 


: 4 * N % 
WY * 
- 
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; I Having King, Queen, and Ten, lead the 
King. For 77 it falls, upon the Return Y that 
. 


Suit from your Partner, by putting on the 


have a Chance of making two Tricks, ; 
16. Having Queen, Knave, and Nine, lead 
the Queen. For upon the Return of that Suit 


from yaur Partner, by putting on the. Nine you will 


probably make the Knave, 6 Sant 
 8EECOND HAND. 

1. Having Ace, King, and ſmall ones, play 

a ſmall Card if ſtrong S he King 

if weak in them. For atherwiſe your Ace or mY 
might be trumpt in the latter Caſe ; and n Hazard 

r be run with few Trumps but in critical 
Aſt Ss | 8 75 „ 

45 1 Ace, Queen, and ſmall Cards, 

one. For upon the Return of that 


| Suit you will probably maketwo Tricks. 


3+ Having Ace, Knave, and ſmall Cards, 
play a ſmall ane. For upon the Return of that 
Suit you will probably make two Tricks. | 


4. Having Ace, Ten or Nine, with ſeal 


Cards, play a ſmall one. For by this Method, 


23 a Chance of making twa Tracks in the 
une, | 3 1 
5. Having King, Queen, Ten, and ſmall 
Cards, play the Queen, For by playing the Ten 
upon the Return of the Suit, you will probably make 
two Tricks in it. | ; 
6. Having King, Queen, and ſmall Cards, 
play a ſmall Card if ſtrong in Trumps, but the 
1 E 3 Queen 
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Queen if weak in them. For Strength in Trumps 
warrants playing a backward Game, and tis al- 
"ways advantageous to Reef back your e 
Suit. 
If you hold a Sequence to your higheſt 
Ca:d in this Suit, ly the loweſt of it. For ty 
this Means your [her 15 informed (4 281 
Strength in that Suit. 

8. Having Queen, wwe, and fmall ones, 
play the Knave. Becauſe you will in great Pro- 
bability ſecure a Trick in that Suit. 

09. Having Queen, Ten, and ſmall ones, play 
a ſmall one. For your Partner has an equal Chance 
to win the Trick. 

10. Having either Ace, King: Queen, or 
Knave, with ſmall Cards, play a. ſmall one. 
For your Partner has an equa Chance to win the 
"Trick. 

IIs Having either Ace, King, Queen, or 
'Knave, with one ſmall Card only, play the ſmall 
one. For atherwiſe the Adverſary will fineſſe upon 
you in that Suit. 

12. If a Queen is led, and you hold the King, 
put it on. For i 25 your Partner holds the Ace you 
do no Harm, a the King is taken, the Advir- 
faries have played Fil Flonours to one. 

13. If a Knave is led, and you hold the 
Queen, put it on. For at the wort IG bring 
detum two Honours for one. 

14. If a King is led, aud you hold Ace, 
-Knave, and ſmall ones, play the Ace. For it 
cannot di the Adverfaries t a greater Injury. 
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T HI RD HRN H 
1. Haying Ace and King, play the Ace, and 
return the Kone: | Becauſe you are not to keep the 
Command of your Partner's ſtrong Suit. 
WT Having Ace and neen, play the Ace, 
and return the Queen. For althaugb it may prove 
better in ſome Caſes to put on the Queen, yet in ge- 
neral your Partner is beft ſupported by the Metbod 
above. een Wa 36 $3 2915 H 
3. Having Ace and Knave, play the Ace, and 
return the 3 The Knave is returned in or- 
der to flrengthen your Partners Hand. ORR 
4. Having King and Knave, play the King; 
and if it wins return the Knave. 3 it will 
ſirengthen your Partner's Hand. P 
5. Always put on the beſt when, your Partner 
Jeads a ſmall Card, Becaufe it beſt ſupports your 
FP ! 
6. If you hold the Ace and one ſmall Card 
only, and your Partner leads the King; put on 
the Ace and return the ſmall one. For atherwiſe 
your Ace will be an Obſiruction to his Suit. 
7. If you hold the King and one ſmall Card 
only, and your Partner leads the Ace; if the 
rumps are out it is good Play to put on the 
King. For by putting on the King, there is na Ob- _ 
Aruction to the Suit. e l 


KR OUANKTAHR HM 
. If a King is led, and you hold Ace, 
Knave, and a ſmall Card, play the ſmall one. 


1 
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For ſuppoſing the Que: ollaw, you will pro- 
1 af Pr] Ks 1225 * a 
2. When the third Hand is weak in his 
Partner's Lead, you may oſten return that Suit 
to great Advantage. But this Rule muſt not be 
applied to Trumps, wnleſs 1 are very firong in- 


deed, 


Ul 


ss in which you ſhould return your 
Partner s Lead immediately. 


1. When you win with the Ace, and e can re- 

turn an Honour, For thep it will greatly Arengib- 
en his Hand. 
2. When he leads a Trump. Ia which Caſe 
return tbe 2 remgining iu 10ur Hand (ouleſs. you 
bold four ori ex 4 E. :xception to this ariſes if 
the Lead is rough an Honour. 

3. When your Partner has trumpt out. Far 
then if is evident be wants to make tis 27 eat 
Suit. | 

4. When you have no good Card | in any 


other Suit. For then you are entirely ka on 
your Partner, 


CasEs-in which you ſhould not return your 
Partner! 's Lead immediately. 


1. If you win with the King, Queen, or 
Knave, and have only ſmall Cards remaining 
For the Neturn F a ſmall Card will more di raſh 
than ſirengthen your Partner. 

2. If * hold a good Sequence. Fo 2 


pro- 
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you may ſhew a ſtrong Suit, and nat injure bis 


and. 


3. If you have a ſtrong Suit. Becauſe leading 


from a ſirong Suit is a Directien to your Partner, 


and cannot injure him. is | 
4. If you have a good Hand. For in this Caſe 


| you hays .@ Right to conſult your aum Hand, and 


not your Pariner's, 


5. If you hold five Trumps.. Fer then.zqu are 
warranted to. play Trumps if you think it right. 


Of LEADING TRUMPS. 


1. Lead Trumps from a ſtrang Hand, but 
never from a weak one. By which Means yay 
will fecure your good Cards from being trumpt. 

2. Trump not aut with a bad Haud, al- 
though you hold five ſmall Trumps. Fer fince 
your Cards are bad, it is only trumping for the Aa- 
verſaries good ones. | | 

3. Having Ace, King, Knave, and three 
ſmall Trumps, play Ace and King. For the 
Probability of the Queen falling is in your Fa- 
vour. | | 

4. Having Ace, King, Knave, and one or 
two ſmall Trumps, play the King ; and wait the 
Return from your Partner to put on the K nave. 
This Method is in order to win the Queen, but if 


you have particular Reaſons to wiſh. the Trumps 
out, play twa Kounds of Trumps, and then your 
itrong Suit. „„ „ 
5. Having Ace, King, and two or three ſwal! 
ITrumps, lead a ſmall 5 e. This Method is with © 
e 3 2 


a View 


4 7 1 
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a View to let your Partner win the firſt Trick , but 
if you have good Reaſons for getting aut the Trumps 
blay three Rounds, or play Ace and King, and then 
proceed with your ſtrong Suit. BE Taber 

6. If your Adverſaries 'are eight, and you 
hold no Honour, throw off your beſt Trump. 
For if your Partner has not two Heriqurs you have 
loft: the Game, and if he holds two Hondurs it ts 
moſt advantageous for you to lead a Trump. 

7. Having Ace, Queen, Knave, and ſmall 

Trumps, play the Knave. For by this Means, 
only the King can make againſt you. 
8, Having Ace, Queen, Ten, 'and one or 
two ſmall Trumps, lead a ſmall one. For it 
will give your Partner a Chance to win the Tricky 
and keep the Command in your own Hand. 

9. Having King, Queen, Ten, and ſmall 
'Frumps, lead the King. For if the King is lot, 
upon the Return of Trumps you may fineſſe the Ten. 

10. Having King, Knave, Fen, and ſmall 
ones, lead the Knave. Becauſe it will prevent 
the Adverſaries from making a ſmall Trump, | 

11. Having Queen, Knave, Nine, and ſmall 
Trumps, lead the Queen. For i your Partner 
holds the Ace, you have a good Chance of making the 
whole Suit. T 5 

12. Having Queen, Knave, and two or three 
Tmall Trumps, lead the Queen, For if your. 
Partner holds the Ace, you have a good Chance for 
making the whole Sit. a * 

13. Having Knave, Ten, Eight, and fmall 
Trumps, lead the Knave. For en the Return 


oP 
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of Trumps, you may probably fineſſe. the E Ee to 
<—_ O 
4. Having Knave, Ten, and FR ſmall 

Trevi: lead the Knave. Becauſe it will. moſt 
diftreſs your | Adverſaries, unleſs two" Hanturs are 
held on your Right-band ; the Odd againſt 1 which 
is about three to one. | 

15. Having only fmall -Prumps, begin with 
the higbeſt. By this Play you will Jupport your 
Partner all you can. 

16. Having a Sequence, begin with the 
higheſt. By this Means your Partner is beſt in- 
firufed haw to play his Hand, and cannot po bly 


be injured. 


17. If an Honour 1s ; turned up on your Left, = 


and the Game much againſt you ; lead a Trump 
the firſt Opportunity. For your Game being deſ- 
perately bad, this Methid is the moſt likely to re- 
tricve it. 

18. In all other Caſes iti dangerous leading | 
through an Honour, unlefs you are ſtrong in 
Trumps, or have a good Hand. Becauſe all 
the Advantages of trum;mg through an Han, 
lies in the fineſſing of your Partner. 

19. Suppoſing hereafter ir is proper to lead 
Trumps. If an Honour is turned up on your 
Left, and you hold only one Honour wich a 
ſmall Trump; throw off the Honour, and next 
the ſmall one. Becauſe it will greatly flrengthen 
our Partner's Hand, and cannot hurt ys-r own. 

20 If an Honour is turned up, on the Left, 
and * held W lead the higheſt of 

K. 
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it. Becauſe it will prevent the laſt Hand from i 1 


juring your Partner. 

21. If a Queen is turned up on the Left, and 
you hold Ace, King, and a ſmall one; lead the 
ſmall Trump. Becauſe you will have a Chance for 
getting the Queen. 

22. If a Queen is turned up on your Left, 
and you hold the Knave with ſmall ones, lead 
the _— For the Knave can be of no Service 
fence the Queen is on your Left. 

23. If an Honour is turned up by your Part- 
ner, and you are. ſtrong in Trumps, lead a 
ſmall one; but if weak in them lead the beſt 
you have. By this Play the weakeſt Hand will 
ſup port the Arongeſl. 

24. If an Ace is turned up on the Right, and 
jou hold King, Queen and Knave, lead the 

ave. For it is a ſecure Lead. 

25. If an Ace is turned up on the Right, and 
E hold King, Queen, and Ten, lead the 

ing; and upon the Return of r play 
the Ten. For by this Means you ſhew a great 
Strength to your Partner, and will probably make 
two Tricks in them. 

26. If a King is turned up on the Right, = 
and you hold Queen, Knave, and Nine, 
lead the Knave; and upon the Return. 
of Trumps: play the Nine. Betauſe it may 
prevent the Ten from making. | 

27. If. a King is turned up on your Right, 
and you hold Knave, Ten, and Nine, lead the 
Nine; and upon the Return of Trumps play. 

the 
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the Ten. Becauſe this, Methad will, bof Alle 


your Strength. ! in Trumps, 


28. If a Queen is turned u up on che Right, 


and you hold Ace, King, and Knaye, lead the 


King; and upon the Return of Trumps. play 
the Knave. Becauſe you. are certain to mate the 
Knave. 

29. If a 7 GY is turned up on the Right, 
and you hold Ace, King and ſmall ones, lead 
the King; and upon the Return of Frumps 
you may. fineſſe dr the Queen, falls. For 
otherwiſe the Queen 10 make a Trich, 3 

30. If a Knave is turned up on the Right, 
and you hold King, Queen, and Ten, lead the 
Queen; and upon the Return of Trumps play 
the "Tom. For by this Means you, will wake the 
Few: 

IF-4 Knave i is turned up.on. the Riche, 
and _ hold King, Queen, and ſmall ones, lead 
the King ; ; and if that comes home play a ſmall, . 
one. For 'tis probable your Partner holds the Ace. 

32. If a Knave is turned up on the Right, 
and you hold King, Ten, or Queen, Ten with 
two ſmall Cards, lead a ſmall one; and upon 
the Return of Trumps play the Ten. For tis 


Hue to four that your Partner holds one. Honour. 
WHEN. YOU TURN UP AN HoxouR. 


1. If you turn up an Ace, and hold only one 
ſmall Trump with it, if either. Adverſary leads 
the King, put on the Ace. Far it can ds. the 


ane, no greater Injury. 57 
2 
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2. If you turn up an Ace and hold two or 


three ſmall Trumps with it, and either Adver- 
ſary leads the King, put on a ſmall one. For ; 


you play the Ace, you give wp the Command i in 


Trumps. 

3. If you turn up a King; and hold only one 
ſmall Trump with it, and your Right-hand Ad- 
verſary leads a Trump, play the King. This Cafe 
7s really ſomewhat donbiful, and very goed Players 
think differently. 

4. If you turn up a King, and bold two or 
three ſmall Trumps with it, if your Right-hand 


Adverſary leads a Trump, play a ſmall one. I 


being the beſt Way of fecurmg your King. 
If you turn up a Queen or Knave, and 


hold only ſmall "Trumps with it, if your Right- 


hand Adverſary leads a Trump, put on a ſmall 
one. It bring the fecureſt Play. 

6. If you hold a Sequence to the Honbug 
turn'd up, play it laſt. By this Means your 
Partner will be the best acquainted with your 
Strergth in Trumps. 


Or Praying 20m THE Opp Trick. 
1. Be cautious of trumping out, notwith- 


ſtanding you have a good Hand. For fince you. 
' want the odd Trick only, it would be abjurd to play 


a great Game. 
2. Never trump out if your Partner appears 


likely to trump a Suit. For it 7s evidently beſt. 


to let your Partner mate his Trumps. 
3. If you are moderately ſtrong in Trumps, 
it 
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it is right to force your Partner, For by this 
Means you probably gain a Trick. 

Make your Tricks early, and be cautious 
of tineſling. That you may not be greatly injured, 
tho eg of making the odd Trick. . 

5. If you hold a ſingle Card of any Suit, 
and only two or three ſmall Trumps, lead the 
fingle Card. For it will give you a Chance of 
making a ſmall Trump. 13 = 


G'ENERAD: FE S 
1. Be very cautious how you change Suits, 
and let no Artifice of the Adverſary induce you 
to it. 3 8 | 5) a 
2. Keep a commanding Card to bring in 
your ſtrong Suit when the Trumps are out, 
if your Hand will admit of ſuch Pretenſions. 
3. Never keep back your Partner's Suit in 
Trumps, but return them the firſt Opportu- 
nity, 8 K 
44 If you hold a ſtrong Suit, and but few 
Trumps, rather force your Adverfaries than 
lead Trumps ; unlefs you are ſtrong in the other 


Suits likewiſe, N 
5. Be ſute to make the odd Trick when it 
is in your Power. OY 5 
6. Always conſider the Scores, and play your 
Hand accordingly. _ 6 
7% In a backward Game, you may often rifle 
one Trick in order to win two; but in a for- 
ward Game you ate to be more cautious; un- 
leſs you have a good Probability of getting pe 8 
DP: ve In 


1 
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8. In returning your Partner's Lead 


the beſt you have, when you hold but — 


originally. 

9. Remember what Cub drop from each 
Hand, how many of each Suit are out, and 
my is the beſt remaining Card in each. 

o. Lead not originally from a Suit of which 

you — Ace and Queen, Ace and Knave, or 

ing and Knave ; ; if you hold another mode- 
rate Suit. 

11, If neither * your Adverſaries will lead 
from the above Suits, you muſt do it yourſelf 
with a ſmail' Card. 

12. You are ſtrong in Trumps with fve 


{mall ones, or A mal. onts and one Ho- 


nour. 
13. Do not trump a Card ben __ are 


ſtrong in Prumps, and the more elpechally if 


you, hold a ſtrong Suit, 
14. If you hold only a few ſmall Trumps, 


make them if . can. 
15. If your 


him your beſt Trump the firſt Opportunity. 


16. If your Partner has trumpt a Suit, and 


refuſes to play T rumps, lead. him that quit 
again. 

17. Never force your Partner but when Oh 
are ſtrong in Trumps, unleſs you have a Re- 
nounce yourſelf, or want only the odd. Trick. 


18. If the Adverſaries trump out, and your 


Paxtner has a, RenQUAGEs, give bim that Suit 
8 22 


artner * to trump A Suit 
- of which he knows you have not the beſt, lead 


R W . wv» 


I” OF 
.4 


mr, 


„5 Nt. 


a AX jo A& 
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when you get 4 ends if you think be Has 2 a 


{mall Trump left, 
19. Lead not fr > An Are Suit originally, if 
you hold four in doe el" another Suit. 
20. When Trumps are either returned by 
your Partner, or led by the Ad verſaries, Yeu 
may fineſſe deeply in hows keeping the Com- 
mand all you can in our own Hand. 137} 
21. If you lead the King df any Suit 
make. it, you muſt net tbodee <encludg that | 
your Partner holds the Hm. 
22. It is ſometimes proper to lead 2-thinternth 
Card, in order to force the Agverlarys al 
make your Partner laſt Player. 
23. If weak in Trumps: make your Trieks | 
ſoon, but when ſtrong in them, you WAY: play | 
a more backward Game. 
24. Keep a ſmall Card of your - Partner's Geſt 
Lead, if poſſible, in order to return it when 


the * are out. 


Never foree the Adverſary with your beſt 
Car of A Suit, ynleſs you have the ſecong beſt 
alſo. 
26. In your Partner's Lead, 3 to 
keep the Command i in his Hand, rather than 
in your own. 

27. If you have a ” tis generally better 
to purſue it than to trump gut; although you 
ſhould be ſtreng in Trumps with à good Suit. 

28, Keep the Frump you turn up, as 1386 
as you properly ean. 

29: When you hold all the remaining 

| * rumps, 


— — — 
—— —— . 
i 


— — 
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Trumps, play one of them to inform your 
Partner ; ; and then put the Lead into his Hand, 


It is better to lead ſrom Ace and Nine, 
than from Ace and Ten. 


31. It is better to lead * through an 


Ace or King, than through a Queen or K nave. 
32. If you are reduced to the laſt Trump, 


forme winning Cards, and one 7900p" Card only'; 
"=o the loſing Card. 
233. If only your Portnöt bas Truppe re- 


maining, and he leads a Suit of which you 


hold none; if you have a good Quart (or Se- 
quence of Mints 


throw away the higheſt of it. 
34. If you have an Ace with one ſmall Card 


of any Suit, and ſeveral winning Cards in other 
Suits; rather throw any: ſome Nr mn 


than that ſmall one. 
35. If you hold only one Honour with a 


ſmall Trump, and wiſh the TR out; 1 lead 


the Honour firſt. 


36. If Trumps have Veoh Jed thrice; * 


there be two remaining in the Adverſaries 


Hands; endeavour to force them out. 


37. Never play the beſt Card of your Adbver⸗ 
ſaries Lead at ſecond Hand, unleſs your Part- 
ner has none of that Suit. 

38. If you have four Trumps and the 98 
and of a Suit whereof your Partner has none, 
lead a ſmall Card i in order that he may trump 


dt. 
39 If you bold fire Trumps with a us | 


6&4 ky 
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Hand, play Trumps, and clear your Adyerſa- 
ries Hands of thats... ” P CI 
40. If you hold the Ace and three ſmall 
Trumps when the Adverſaries lead them, and 
have no particular Reaſon for ſtopping the Suit; 
let them quietly make King and Queen, and 
on the third Round play the Ace. . 
41. Suppoſing yourſelf Leader with three 


ſmall Trumps, one ſtrong Suit, one moderate. 


Suit, and a ſingle Card; begin with the ſtrong 
Suit, and ab, ee. Re 

42. Be careful how you fort your Cards, leſt 
a ſharp and curious Eye ſhould diſcover the 
Number of your Trutaps. ..... 7... 


THE 


GAME of QUADRILLE. 
_ "By. Mr. HOYLE. 


"CHAP. I. 


. WO 33 


is playe four Perſons, with forty 
ards; 22 


to be diſcarded from the Pack; the Deal is 


made by diftriþutin og. the Cards to each Player, 


three at a Time for two Rounds, and once 


four at a Time, beginning with the Right- | 


Hand Player, who is the elder Hand. 
Becauſe a Learner may be at a Lofs to know 


the Rank and Order of the Cards, when Trumps, 


or not, the two following Tables ſhew them. 
The Rank and —_ of the Cards when not 


a; 
Clubs and Spades. earts and Diamonds, 


King, King, 
8 Queen, 
. Enave, Knave, 
Seven, Ace, 
Six, Deuce, 
Five, | Three, 
Four, Four, 
Three, | Five, 
Deuce, Six, 
— — Seven, 


The 


HE Gap of QUADRIELE 


ens, Nines, and Eights, are 


* 


33 
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De Rank and Order of the Gards. when Trumps. 
Clubs and Spades. Hearts and Diamonds. 


Spadille, the Ace of 8 padille, the Are of 
Spades.  . |» Spades. _ E. 

Manille, the Deuces of Manille, the Sever. of 
Spades or of Clubs. Hearts, or * Dias . 


Baſto, #he Ace of moands, 


Clubs, Baſto, the Ace of Clubs, 

| Punto, the Ace of Hearts, 
| 1 Diamonds. 

Kg ö; 8 

Queen, Queen, 

Knave, Knave, 

Seven, | Deuce, 

Six, Three, 

Five, Four, 

Four, Five, 

Three, Six, 

In all 112: In all 12. 


You may obſerve by the foregoing Tables, 
that Spadille and Baſto are always Trumps ; 
therefore the red Suits have one Trump more 
than the black. 

There are three Matadores, vix. Spadille, 
Manille, and Baſto. 


If an ordinary, Trump. is led, you are 


not obliged to play a Matadore upon it; 


but if Spadille is led, and you. ſhould: hold 


Manille or Bafto unguatded; you muſt playit: 


= 
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| {fo if Manille is led, 
aſto un un 
Order of the 


Clubs and Spades. 


Hanille, the Deuce of 
Clubs or of Spades. 
Paſto, the Ace of Clubs. 


King, 
Queen, 
K nave, 
Seven, 
Six, 
Five, 
Four, 


Three. 


—— — — > 


In all 10. 


Fou ſee by the foregoing Table, the Order 


and you ſhould: have 


uarded, it muſt be played. 


falſe Matadores, © & 


mond. 


Baſto, the Ace af Clubs. 


or of Diamonds. 

King, 

Queen, 

K nave, 
Deuce, 

Three, 

Four, 

Five 


Six. 


In all Il. TE > 


or Rank of the falſe Matadores. 
We generally call them falſe Matadoves, if 


we begin at Baſto, and ſo Gator by Sequences 


to any N umber. 


| CHA 
J. PHE firſt Thing 


a wrong 


p. II. 


to be done, after you 
have ſeen your Enz, is, to aſk Leave, 

to paſs, or play ſans prendre; and if you name 

Trump, you muſt abide by it. | 


Hearts and Diamonds. 


Manille, the Seven 
Hearts or . Dia- 


Punto, the Ace of Hearts 


"2 


"It Te 5 


* 


* uw 4 4 
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II. If all the Players paſs, he who has Spa- 
dille is obliged. to play; but if he does not make 
three Tricks, he is not beaſted. 

III. The Player ought to have a fair Proba- 
bly of winning three Tricks. when he calls A 

Kings to prevent his being beaſted. | 
Therefore we will ſet down Lich Games; 
only as give a fair Chance to win the Game by 
calling a King, with Directions at the End of 
each Caſe hat Trump you are to lead. 


Calculations neceſſary to be underflood by theſe who 
haue made ſome Progreſs in the Cam. 


I. I would know what is the Odds that my 
Partner holds one Card out of any two certain 
Cards? 

Anſwer... That he holds one Card. out of any... 


two certain Cards, is about 5 to 4 in his F a 5 | | 


vour. 
1 Ka” alſo 1 what is the Odds that, Se? 
my Partner holds one Card out of any three 
certain Cards??? al 

Anſwer. That he holds one Card out of any 
three certain Cards, is about five to two in his 
Favour. 


An ee. ue Application Y the foregoing. | 
Calculations. 
* That your Partner holds one Card out br 5 
any two certain Cards. | 
| Suppoſe you ſhould hold one Matadote, it is 
by this Calculation evident, that it is 5to 4 in 
—_ Pour 
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your Favour that your partner holds one bf the 
other two; arid COL you may play your” 


Game according 


Again, Sup 8 „ you call à King, and baving, 


 a'Knave and Fe Fer Card of a Suit in your. 


Hand, by the foregoing Calculation, it is plain 
17 75 you have 5 to 4 in your Favour, that your 
artner holds either the King o r Queen of that 


Suit; and conſequently you favs the Odds in 


your Favour to win 4 Trick in that Suit, 


(II. That your Dee holds one Card out 


of any three certain Cards. 
Suppoſe you have no Matadore, but with the 
| Alfiſtance of ane of them you have great Odds 


of winning the Game ; you may obſerve, by 
the foregoing Calculation, that it is about 5 to” | 


2 that your Partner holds one of them, you 
having none, | 
This Calculation may be applied to many 
other Caſes, very uſeful to the Player. 


Games i in red, which may be played, calling a King. 


I. Spadille, Manile, two ſmall Hearts or 
Diartidrids; the Queer of Clubs and one {nail 


one, and four ſmall Cards of the other Suits. 
Lead a ſmall Trump. 


II. Spadille, Manille, two ſmall Hearts D 


jamonds, with the Knave and two ſmall 
Clubs, and three ſmalf Cards of che other 
Suits. Lead a ſmall Trump. 
III. Spadille, Manille, two rial” Hefte or 


Cards 


Diamonds, thiree ſmall Clubs; and three "fra! 


n 
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Cards of the other Suits. A * 


Trump. 

IV. Spadille, Punto, King, Queen, and ane 
ſmali Heart or Diamond, three ſmall Clubs, 
the Queen and one Spade. Lead Punto. ch 

V. Spadille, Punto, King, Knave, -and one 
ſmall Nen or Diamond, the Knave and two 
ſmall Clubs, and two "ſmall Spades,” Lead 
Punto. x 

VI. Spadille, King, Queen, Rae and one 
ſmall Heart or Diamond, with the Queen, 
K nave, and one ſmall Club, and two ſmall 
Spades. Lead the King of Trumps. - | 

VII. Spadille, Three, Four, Five, and Six of 
Hearts or Diamonds, King of Clubs and one 
more, Queen and two ſmall Spades ; whether 
elder or any other Hand, when you have-the 
Lead play a ſmall Trump ; in the ſecond Lead 
play Spadille, 

VIII. Manille, Baſto, Punto, and two mall 
Hearts or Diamonds, three ſmall Clubs, e 
the Knave and one Spade. Lead Manille. 

IX. N. B. Manille, Baſto, King and two 
ſmall Hearts or Diamonds, Queen and one 
ſmall Club, and three ſmall Spades. Lead Ma- 
nile. 

X. N. B. Manille, Baſto, ini: and t two 
ſmall Hearts or Diamonds, Queen and two 


ſmall Clubs, Knave and one e Lead 


Manille. 
49 Nane Baſto, with the three cel 
Hearts or Diamonds, Queen and one ſm 
_ X | . 8 T 10 Club, * 
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Club, Knave and two fmall Spades, play 2 
ſmall Trump. 

XII. N. B. Manille, Punto, King and two 
ſmall Hearts or Diamonds, Queen, Knave, and' 


one ſmall Club, King and one ſmall Spade. 
Lead Manille. 


XIII. Manille, punto, Queen, and two mall 


Hearts or Diamonds, Queen and one ſmall 


Club, King and two {mall Spades. Play a ſmall 


Trump. 757 

XIV. Manille, Punto, and three fmall Hearts 
or Diamonds, Knave and one ſmall Club, King, 
Nein, and one ſmall Spade. Fly a ſmall 


Tru 


XV. Manille, and the four ſmalleſt Hearts 
or Diamonds, Queen and one ſmall Club, King, 


Queen, and one ſmall Spade, Play a ſmall 


Trump. 

. B. Baſto, Punto, King and two 
ſmall Hearts or Diamonds, King and Queen of 
Clubs, Queen and two ſmall Spades. Lead 


Baſto. 


Lead Baſto. 
XVIII. N. B. Baſto, Punto, and three of 


the ſmalleſt Hearts or Diamonds, King and 


Queen of Clubs, Queen, K nave, and one wal 
Spade. Play a fmal! Trump. 

XIX. aſto, and the four ſmalleſt Hearts 
or Diamonds, King and Queen - of Clubs, 


Queen, 


XVII. N. B. Baſto, Punto, Quten and 
two ſmall Hearts or Diamonds, Queen, K nave, _ 
and one ſmall Club, King and Queen of Spades. 


PA &S> ay . 
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Queen, Knave, and one ſmall Spade. Play a Fl 


ſmall Trump. 

XX. N. B. Punto, King, , Queen, and two 
ſmall Hearts or Diamonds, King and Queen of 
Clubs, Queen, Knave, and one fall Spade. 
Lead Punto. 

XXI. Punto, King, amd three ſmall Hearts 
or Diamonds, King and Queen of Clubs; 


Queen, Knave, and one ſmall Spade. Play 2 


{mall Trump. 

You are to ares! that thoſe Caſes which 
are marked thus (N. B.) are very good Games 
to play, and that you have the Odds of your 
Side to win thoſe which are not marked. 


CHAP. III. 


Games 4 in Black which may be Played, calling a 
u 

l GPADILUE, Manille, 1 two tall 

Clubs or Spades, the Knave and two 


ſmall Hearts, and three ſmall Diamonds. Lead 
a ſmall Trump. | 

II. N. B. g padille, Manille, and. two ſmall 
Clubs or Spades, 
_ three fareallt Diamonds. Lead a ſmall 

rum 

III. Spadille; Matiifle, and two fmall Clubs 
or Spades, three ſmall Hearts, three {mall Dia- 
— Pr 1 5 OE A 7721 

adille, King, Queen, and two 

nal Fu of 95 paces, 4 the Queen and one 


2 ſmall 


e * 
* 
s — ————_— 8 , 
CS» 0 OO AI IA 47 —— 


and two ſmall Hearts, 
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ſmall Heart, three ſmall Diamonds. Lead the 
King of Trumps. mw 
V. Spadille, King, Knave, and; two (mall 
Clubs; Queen, and two Diamonds, - two n 
Hearts. Play a ſmall Trump. 
VI. Spadille, Queen and three ſmall Clubs. or 
Spades, 3 and two ſmall Hearts, two ſmall 
Liamonds. Play a ſmall Trump. 

VII. Spadille, and the four ſmalleſt Clubs or 


Spades, King and one ſmall Heart, Queen and 


two ſmall] Diamonds. Play a ſmall Trump. 
VIII. Manille, Baſto, Kin and two {mall 
Clubs or Spades, three mall Hearts, 97s: two 
ſmall Diamonds. Lead Manille. 
IX. Manille, Baſto, Queen and two ſmall 
Clubs or Spades, three ſmall Hearts, Queen and 
one ſmall Diamond. Lead Manille. - © 
X. Manille, Baſto, Knave and two ſmall 
Clubs or Spades, Knave and one Heart, en 
ſmali Diamonds. Lead Manille. 


XI. Manille, Baſto, and three ſmall Clubs 


or Spades, Queen and two ſmall Hearts, Knave 
and one ſmall Diamond. Lead Manille. 


XII. V. B. Manille, King, Queen, And ed | 


ſmall Clubs or Spades, King and one ſmall 
Heart, Queen, Knave, and one ſmall Diamond. 
Lead Manille. 


XIII. N. B. Manille, King; nel 158 | 


two ſmall Clubs or Spades, King and one ſmall 

Heart, Queen and two ſmall Diamonds. Lead 

Manille. 

MY, Manille, King, and three imall Clubs 
or 


* 
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or Spades, Queen and two ſmall Hearts, King 
and one ſmall Diamond. Play a ſmall Trump. 

XV. Manille, and che four ſmalleſt Clubs 
or Spades, King, Queen, and one ſmall Heart, | 
two ſmall Diamonds, Play a ſmall Trump. 

XVI. N. B. Baſto, King, Queen, and two 
ſmall Clubs or Spades, Queen and two ſmall 
Hearts, King ane one _ Diamond. Lead 
Baſto. | Y 

XVII. N. B. Baſto, King, Knave, and two 
ſmall Clubs or Spades, Knave and one Heart, 


| Kin and two ſmall Diamonds. Lead Baſto. 
t XV III. N. B. Baſto, King and three ſmall 
/ Clubs or Spades, 'King and Queen of Hearts, 
, Queen and two ſmall Diamonds. Play : a ſmall 

Trump...” 

XIX. Bafto; mind gry of the ſmalleſt Clubs 

1 or Spades, King and Queen of Hearts, Queen, 
e 1 and one alk Diamond. Loy a mall 
1 ha | 
s N. B. Kine, en Knave, cabs 
e ſmall Clubs or Spades, King and Queen of 
22 Hearts, Knave, and two frall Diamonds. 
o Lead the King of Frumps. 
I XXI. King, Queen, Re Six, and Five oy 
d. Clubs or. Spades, King and Queen of Hearts, 


Queen, Knave, and one ſmall Diamond. era 
id tne. King of Frumps. 
ll | You are to obierve that thoſe Caſes which are 
2d marked thus (N. B.) are very good Games to: 
play, and you have the Odds of gy Sido to 
bs win thoſe which are not marked. 
or 


F 2, N. B. You 
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N. B. You are to call to your ſtrongeſt Suits, 
except you have a Queen guarded. And if 
you are elder Hand, you have 4 fairer Chance 
to win the Game than if middle Hand, becauſe 
you have an Opportunity of leading 4 Trump, 
which frequently makes your en oy 
ann each other. 


CHAP. IV. 


Caxrs alba Hewing the 8 FR Oat; m 
winning the following Games ai QUADRILLE 
ſans prendre; and alſo 1 Games as ng 
not ta be Played ſans prendr | 


Games in Black, 9 Hand. on 


1. 51 H REE Matadores in Clubs, king and 
Six of Diamonds, K ing and Six of Hearts, 
King, Five, and Six of — Play Trumps 
to all the elder-hand Games, The above Game 
wins 27 to 4 
II. Three WE: and the Three of Clubs; 
King and Six of Diamonds, King and Six of 
Hows, and two ſmall: Spades. The. above 
Game wins 215 to 162, or about 4 to 3. 
III. Three Matadores, Three ad Four of 
Clubs, King and Six of Diamonds, three ſmall 
Hearts: Wins 291 to 86, or above 10 to 3. 
IV. Three Matadores; with Three, Four, 
and Five of Clubs, two ſmall Diamonds, and 
two ſmall Hearts. Wins near 10 toi. 7 
V. Spadille, Manille, King, Knave, * 
and 


o 
© af 4 
- 


r e ab Goon, By rect 


Four of Clubs, King and Six of 
three ſmall Hearts. Loſes 1514 to rag or 
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and Four of Clubs, two {mall} Diamonds, two 


ſmall Hearts. Wins 4895 to 30a, or about 


8 to 5. 


VI. Spadille, Manille,(Kiag, Ther Four, 
and Five of Clubs, two ſmall Diamonds, two 
ſmall Hearts. Wins about 8 to 5 


VII. Spadille, Manille, King, hee and 
iamonds, and N 


about 4 to 3 
VIII. Spadille, Manille, Three, Fous: Five, 
and Six of Clubs, two ſmall Diamonds, and: 
two ſmall Hearts. Loſes 1514 to 1125, or 
about 4 to | 
IX. Spadille, 'Manille, Three, Four, and 
Five of Clubs, King and one ſmall Diamond, 
and three ſmall Hearts. Loſes 2234 to 405, or 
about T1 TD Th | 
X. Three falfe Matadores and Three of 
Clubs, King and Six of Diamonds, a. Wins 
ins 


Six of Hearts, King and Six of Spades, 
215 to 162, or about 4 to 3. 


XI. Three falſe Matadores, Three and Four 


of Clubs, King and Six of Diamonds, King, 
Six, and Five of. Hearts. Wins 204 to 86, ES 


above 10 to 


XII. Three falſe PR PO Thiee, Four, 
and Five of Clubs, King and Six of Diamonds, 
two ſmall Hearts. Wins 1025 to 106, or near 
10 to . 


XIII. Manille, Baſto, Queen, Three, Four, 
and Five of Clubs, King and one ſmall Dia- 


4 mond, 
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mond, two ſmall Hearts. Wins 4895 to 3022, 
or above 8 to Ke: + 

XIV. Manille, Baſto, Knave, Three, Four, 
and Five of Clubs, King and one ſmall Dia- 
mond, two ſmall Hearts. Loſes 4162" to 37553 
or almoſt 10 to q. . 

XV. Spadille, Three, ons Five; and Sis 
of Clubs, King and one ſmall Diamond, King 
of Spades, King and one ſmall Heart. He ail 
lead a ſmall Trump, and his Chance then for 


winning is 1749 to 8903 z or near to 2 to f for 
winnin 


XVI. Spadille, Three, Four, Five, Six, did 
Seven of Clubs, King and one Diamond, King 
of Spades, and Sing of Hearts, Wins about 
275 to 2. | 


„ C HA P. V. 
Games in Red, Elder Hand. 


I, *F HREE Matadores in Hearts, King 
and one Diamond, King and one Spade, 
King and two Clubs. Wins 24 to 11, or about 
2 tO J. | 
II. Three Matadores and Thive of Hearts, 
King and one ſmall Diamond, King and Queen 
of Clubs, and two ſmall Spades. Wins 7010 to 
1661, above 4 toi; beſides the Chance that 
his Kings and Queens paſs, though he e 
not fetch out all the Trumps. _ | 
III. Three Matadores and Three and Four | 
of Hearts, King and one ſmall Club, and three 
Diamonds. Wins almoſt 4 to 3. 


IV. Thees 


tk —_— WW - 
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IV. Three, Matadoxes, 75 hree, Four, nd 
Five of Hearts, two ſmall” Diamonds, two ſmall 
Clubs. Wins 291 to 86, or above lo to 3. 

V. Spadille, M anille, Punto, Queen, Three; 
and Four of Hearts, two ſmall Diamonds, and 


two ſmall' Clubs. Loſes 1706 to 1339, of 


above 5 to 4. : 
VI. Spadiile, Manille, punto, Three, Four, 
and Five of Hearts, two ſmall Diamonds, two 


nay Clubs... Loſes 1 514 to 1125, or above 4 


fit: Spadille, Manille, King, Three, Four: 
and Five of Hearts, two ſmall diamond, two 
ſmall. Clubs. Loſes 278 to 99, or about 14 
to 5 

Vin. Spadille, Manille, Three, Four, Five, 
and Six of Hearts, two ſmall Diamonds, two: 
ſmall Clubs. Loſes above 3 to 1. 1 

IX. Spadille, Manille, Three, Four, Five, 
and Six of Hearts, King and one Club, two 
ou Finden Wins 1845 to 794, or above 


9 N Spadille, Manille, Two, Three; /Four, 
Five, Six of. Hearts, two ſmall Diamonds, one 
ſmall Club. Wins above q toi, nearer 10 to 1. 

XI. Four Matadores in Hearts, King and two 
ſmall Clubs, King and two ſmall Spades. Wins 
about 16 to 1. That he fetches out the Trump 
is 7206 to 1465, near 5 to 1; beſides, the 
Chance for his King's paſfing, though. the 
Trump ſhould not fall: | | 

XII. Three falſe Matadores and Three * 
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Hearts, King and one ſmall Club, King and 
one Diamond, King and one mal Fade 
Loſes 5791 to 2880 or above 2 to 1. 

XIII“ Three falle Matadores, Three and 
Four of Hearts, King and one Club, King and 
two Spades. Wins 215 to 162 or 2bout 4 to 3. 
XIV. Three falſe Matadores, Three, Four, 
and Five of Hearts „King and one ſmall Club, two 
ſmall Spades. Wins 291 to 86, or above 10 to 3. 

XV. Three falſe Matadores: with the Knave, 
the Theee, Four, and Five of Heaits, one ſmall 
Diamond, two ſmall Spades, © Wins 1025 to 
106, near 10 to 1; but you are to ſuppoſe the 
Lead is to cotne into your Hand a ſecond 
Time, without trumping with a Matadore. 

XVI. Three falſe Matadores, with the 
Queen, the Three, Four, and Five of Hearts, 
one ſmall Diamond, two ſma'] Clubs. (As the 
former) wins near 10'to I, 

XVII. Manille, Baſto, wile! 17 Fot 
and Five of Hearts, King and one Diamond, 
two ſmall Clubs. Loſes 1514 to 1125, or about 

to 
1 XVIII. Manille, Baſto, Queen, T 86865 For. 
and Five of Hearts, King and one Club, two 
ſmall Spades. Loſes 278 to 99, or near 3 to 1. 

XIX. Manille, Baſto, Three, Four, Five, 
and Six of Hearts, King and one Diamond, two. 
ſmall Clubs. Loſes 2639 to 405, or about 6 to 1. 

XX. Spadille, Two, Three, Four, Five, and 
Six of Hearts, King and one Diamond, King 
of . and the King of Clubs. That he 
fetches. 
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fetches out three Trumps by playing Spadille 
1s above 4 to vi and r above 4 to 1 
for winnin 

XXI. Sbadille, Three, Vous, Five, * Six 
of Hearts, King and one Diamond, King and 


one Spade, and the King of Clubs. 


That three ſure Tricks in Trumps lie againſt 
the Player is 1384 to 1255, and conſequently 
the Odds is-againſt his winning the Game. 5 

If he plays the Game, he muſt bepin with 


leading a ſmall Frump; for if he nt dpadille, 


he has ho Chance at all. 
At his ſecond Lead he ought to play Spadille, 
having the faireſt Probability of winning the 
Game by that Method of Play. 
In all the Games of falſe Matadores, we have 
ſuppoſed the Player is not over-ruff'd before it 
comes again into his Hand, | 
NV. B. If you ſhould have a farts prendte Cine, 
and it ſhould be 5 to 4 for winning it, you are 
to conſider that the calling a King makes it a 
ſure Game won, beſides the Chance of winning 
a Vole; and therefore, upon a ſtrict Calcula- 
tion, it is found to be more adviſeable to call a 


King in fuch a Cafe. 


B. A good Player may Way! a bet 
Game, either elder or Younge®: Hand, than 
middle Hand. 

The Laws of the GAME of QyabmiLE; 


I. THE Cards are te be dealt by Fours and 
Threes, and no otherwiſe ; and the 
3 Dealer 
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Dealer is at Liberty to begin by Four or 


Three: If in Dealing there ſhould come one or 
more faced Cards, there muſt be a new Deal. 


II. If there are too many or too few Cards | 


in the Pack, there muſt be a new Deal: 


III. He who deals wrong, gi again, 00 


is not beaſted. 
IV. He who has aſked Leave i is obliged to 
play. 
V. No one ſhould play out of his Turn; 
but he is not beaſted for fo doing. 
VI. The three Matadores cannot be forced 
by an inferior Trump. 
VII. The ſuperior Matadore forces the in- 
ferior, when it is played by, the firſt Player. 
VIII. Whoeyer names any Suit for Trumpe, 
he muſt abide by it, though it ſhould happen to 
be his worſt Suit. 
IX. If a Card happens to be faced in deal- 
Ing, you muſt deal again, except It is the laſt 
ard, - 


X. If you play with eleven Cards you. a 


beaſted. 


XI. If you play fans prendre, or have Ma- 
tadores, you are to demand them before the 


next Dealer has finiſhed his Deal, otherwiſe 


you loſe the Benefit of them. 


XII. If any Perſon names his Trump without 


aſkin 15 Leave, he is obliged to play ſans prendre, 
unleſs he is the younger Hand, and all the reſt 


have paſs'd. 
XIII. If any Perſon TER out of iti Tura, 
that 


an Mt 


G > at ay 


Tr 
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that Card played may be called at any Time in 
that Deal, provided he does not revoke; or the 
Adverſaries may demand the Partner of him; 
who. played out of his Turn, or his own Part- 
ner, to play any Suit he thinks fit. 


XIV. After the Game is won, if the Perſon: 
who won the fixth Trick plays the ſeventh 


Card, he is obliged to play for the Vole. 


XV. If you have four Kings dealt you, you 
are at Liberty either to call a Queen to one of 


your Kings, or to call one of your Kings; but 
you are not to call the Queen of Trumps. 
XVI. If any Perſon ſeparates a Card from the 


_ reſt; he ought to play it, if the adverſe Patty has 


ſeen it, unleſs he plays ſans prendre. 


XVII. If the King called, or his partner, 
plays out of his Turn, no Vat is to be played 


for. 


and if any Perſon renounces, and it is diſcover- 
ed, if the Player ſhould happen to be beaſted 
by ſuch Renounce, all the Parties are to take 
up their Cards, and play them over again. 

XIX. If Spadille i is forced to play, he is nat 
obliged to make his three Tricks. 


XX. Whoever undertakes playing the AY | 


has the Preference of playing before him who 
offers to play ſans prendre. 


XXI. If all Parties agree to it, before you 
begin to play, let the Perſon have the Prefer- 


ence of playing who plays for the moſt Tricks; 
which | 


XVIII. No Perſon is to be beaſted ſor a Re- 


nounce, unleſs the Trick is turned and quĩitted; 


e —˙¹- = ent es are es p... 
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which will prevent ſmall Games from being 


playe 
PEN Xi! The Player is entitled to no- who: 
| 5 his King called, before he declares for the 
ole. 

XXIII. Whendix Tricks are won, Je 9 
won the fixth Trick ought to ſay,” I play the: 
Vole; or I do not play t - Vale ; or, 1 a 
and nothing elſe. 
1 He who wins * Vole, is to take a 
double the Stake played for out of the Pool. 

XXV. He who aſks Leave (if elder Hand) 
may play 45 4 pr end. e, in Preference to any of 
the other 

XXVI. If you have one King only, you may 
call yourſelf, but muſt win fix Tricke. 

XXVII. If you play the King ſurrendered. 
he muſt win ſix Tricks who demands the King 
of any Perſon. 

XXVIII. He who has paſſed once (unleſs he. 
has Spadille) has no Right to play afterwards; 
alſo he who has aſked the Queſtion is obliged to 
play, unleſs ſomebody elſe plays ſas prend! e. 

XXIX. If the Player, or his Friend, ſhew- 
their Cards before they have won ſix ＋ ricks,. 
the e may call their Cards as they 
Piracy ecifying each Card. 

XX. Whoever has aſked Leave cannot 

| 1 ans prendre, unleſs he is forced. „ 
* I. You are at Liberty to look at the 
Tricks when you. are to lead, but not other- 


Wiles. | 
XXXIL Who-- 


The Ganz of QUADRILLE. 
XXXII. Whoever undertakes playing FR 
the Vole, and does not ſucceed; has a Right to. 


the Stakes ſans prendre, and Matadores if he has 


them, having Won his Gane. 

XXXIII. F orced Spadille cannot play for 
the ole. © 

XXXIV. If any Perſon diſebvers his Game; 
he i Is not entitled to play the Vole. Hp 

XXXV. If there happen to be two Cards of 
the ſame Sort, and wund out before the Deal is 
ended; the Deal.i is void, but not otherwife,. 

XXXVI. Nobody i % to declare how many 
Trumps are pla ed Gut. 

XXXVIL ſe who plays, and does not 


make three Tricks, is to be beaſted alone,. unleſs. 


he plays forced Spadille. 


A Dictionary of the Terms le the G 1 1 


U ADRILLE. 


Fo 4ůͥ Leave, is to aſk Leave to play, by 
calling a King. 

Baſlo. 15 the Ace of Clubs; and is nen- 
the third 3 

Beaſt. Ts a Penalty, which conbifty in pay- 
ing as many Counters as there are down; and 
is incurred ᷑ither by renouncing, or dy not win=! 
ning, when you ſtand the Game, which: is 
called, making the Beaſt. 

* Cheville. To be in Cheville, is to be between 
the eldeſt Hand and the Dealer. 

Codill. Is when thoſe who defend the Pool, 


make more Tricks. than they who ſtand the 


5 Gamez 


} 
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Game the former are ſaid to win Codiſt and 
the latter to loſe it. 


Conſolation. Is a Claim, 88 is _ 


paid by thoſe who loſe to thoſe who win; whe: 
ther by Codill or Remiſe. 


Devole. IS when he who ſtands the Game 


makes no Trick. ee 


Double. To ol ay. R is, to pay the 
Game and the Stake double, as well as the 
Conſolation, the Sans ebe, the Matadores, : 


and Devole. 


Force. The Oude is ſaid to be Pol”: 
when you play a ſtrong Trump to weaken him, , 
if he over-trumps; he is likewiſe faid' to. be 
forced, when he aſks Leave, and one of the 
other Players obliges him. to play ſans prendre, 


or paſs, by offering to play fans prendre. 


Friend. I the NN Who 188 the King 


called. 5 

Inpaſſe. To ng the b is, when be⸗ 
ing in Cheville, you play the Knave of à Suit, 
of. which you have the Kin 


Manille. Is, in black l of Spades or 
Clubs; and if in red, the Seven of Hearts or 


Diamonds, according to the Suit in Which you 
play, and is Aways he ſecond Trump at. the, 
Game. 

* Matadiris. There are three: Matadores, Viz. 


Spadille, Manille, and Baſto, demand are the 


three firſt Trumps. 


Mille. 1s a Mark. of Ivory, which is fome- 


tumes: uſed, and ſtands for ten Fiſh. 


ET Ombre. 
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id. Ombre. Is the Name given to him Who 
pot ftands the Game, either by calling, or playing 

58. ſans appeller, or ſans prendre. 

87 Paſs. Is the Term that is uſed, hen you 

have not a Hand to play. 

Ce Ponto, or Punto. Is the Ace of Diamonds, when 
Diamonds are Trumps; or Hearts, when they 

8 are Trumps; and is then the fourth Trump. 

Ce Pool. The Pool conſiſts of the Fiſhes, which 

= are ſtaked for-the Deals; or the Counters which 


are put down by the Players; or the Beafts that 
5 go on the Game. To defend the Pool, is to 
1 be againſt him who ſtands the Game. 
8 Priſe. Is the Number of Fiſh or Counterb 
2 that are given-to each os I at the Beginning 
F 


of the Party. 
Regle. Is the Order that is an at the 
5 Game; it is called, being in Regle, when the 
Ombre trumps the Return of the King called. 
5 Remiſe. Is, when they who ſtand the Game, 
Y do not make more Tricks than they who de- 
fend the Pool; and they then loſe by Remiſe. 
EE] Renounce. Is, not to play in the Suit led, 
* when you have of it: It is alſo called a Re- 
nounce, when not having any of the Suit led, 
: you win with a Card that is the only one you. 


have of that Suit, in which you play. 

Roy Rendu. T hat is, the King flerendreed i 
and is the Method of playing, when the King 
called being given up to the Ombre, he is with 
that to win the Game alone, „ 
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| S$padille. Is the Ace of Spades, which is ul 
ways the firſt Trump. 

Forced Spadiile. Is, when he who hve 17 is 
obliged to play; all the other Players baving by 
paſſed. 

Sans Appeller. That is, without calling; 


and is, when you play without calling a Ki 
, "Sans Prendre, Fhis Term ile the ſame 
as ſans appeller. 
Force Sans F Is, when having 
aſked Leave, one of the Players offers to. play 
fans prendre, in which Caſe you are obliged to 
: play ſens prenare, or to pals. | 
Tenace. To be in Tenace, is to wait with 
two Trumps, that you muſt neceſſarily make 
when he that has two others, is obliged to lead; 
ſuch are the two black Ace, with n to 
Manille and Punto, 
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IQUET i is a by: two 2 Pas — 
p thirty-two. Cards; which are, the Ace, 
King, Queen, Knare, Ten, Nine, Eight, 
and Seven of each Suit. The Ace is the ſupe- 
rior, and is equal to — Points; the Ning 
is above the Queen, and the Queen above the 
Knave, &c. Theſe 3 Cards are each equal to 


ten Points; the Tes, ten; the Nine, nine; 
and ſo of the reſt, each Card counting for as 
many Points as it hath Pips. 


To begin the Game you muſt: take a Pack of 
Cards, and ſhuffle them; then the two Players 


are to cut, and t6 ſhow the Bottom of theit Cut, 
the loweſt of which deals, as there is a _ 
Advantage in being eldeſt Hand. | 


The Dealer-uhou fab Carkk adligat-. 
ſents them to his Adverſary, who may alſo ſhuffle 


them if he pleaſes, but the Dealer muſt have the 
_ laſt Shuffle, and then give them to be cut by his 
Adverſary; but if he ſhould ſcatter them; or cut 


but one off, or leave but one at the Bottom, 


the Dealer may mix them and ſhuffle them 
again; this done, the Dealer is to give twelve 


apiece, by two at a Time, and the eight Cards 


which remain muſt be placed upon the Table, 
— are called the Talon. 


In this Game there are three Chances, viz. 


the Repique, the Pique, and the Cabot. 


I. The 
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I. The Repyque is, when one of the Players 
counts thirty Points in his Hand, before his 
Adverſary has, or can count one; when in the 
Room of ſaying thirty they call it 90, and pro- 
ceed in the ſame Manner, above as ee Points 
as he could count above thirt. 


II. The Pigue is, when the elder Hand bas | 


counted thirty in Hand or Play before the Ad- 
verſary hath counted one, in which Caſe in- 


ſtead of thirty, it is called ſixty and ſo on as 


many Points as you can count above. 
III. The Capet'is, when either of the /Play= 


ers makes every Trick, for which he is to count 


forty, inſtead of which he counts but ten when 
he only gets the Majority of the Tricks, _ 


is called, the Cards. © Ne bits btw) 


Theſe three Chances may all be made in one 
Deal, as thus, ſuppoſe one of the Players hath 
four Tierce- - majors, his Point is good, and he 
is eldeſt Hand; he begins by counting four fot 
his Point, twelve for his four Tierce-majors, 
which makes fixteen ; ſixteen and fourteen Aces 
are ninety, fourteen Kings and fourteen for 
Queens make one hundred and eighteen, twelve 
in playing the Cards are one hundred and 


thirty, and forty for the Capot is one hundred 


and ſeventy; this Stroke is very rare, nay, per 
haps has never happened, but it is Jade if it 
ever doth. 

o pique your Advenkty: you. e be eldor 
and, for if you are youngeſt Hand your Ad- 


verlary counts one far the farit Card he plays, 


and 
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and then your having counted twenty-nine in 
Hand, even if you then take the firſt Trick, 
will not authoriſe you to count ſixty, but only 
thirty. t r A t a r ia; cares 

The Carte Blanche, that is, when you have 
not one pictured Card in your twelve dealt you, 
counts for ten, and takes place of every Thing 
elſe; then follows the Point, the Huitiemes, 
the Septiemes, the Sixiemes, the Quints, the 
Quarts, the Tierces, the four Aces, Kings, 
Queens, Knaves, or Tens; the three Aces, 
Kings, Queens, Knaves, or Tens follow next; 


then the Points you gain in playing the Cards, 


and the laſt is the Ten for winning the Cards, 
or the Forty for the Capot. 
After ſorting the Cards, the firſt Thing to be 
conſidered is, whether you have a Carte Blanche, 
that is, if you have not one pictured Card; if 
ſo, you are to let your Adverſary diſcard, and 
then when he is going to take in, and before 
he has touched the Cards, you are te. lay your 
twelve Cards, on the Table, counting them one 
after another; and your Adverſary is. not to 
touch the Cards he hath laid out or diſcarded. 
The Players having examined their Hands, 
the eldeſt Hand takes the five Cards which ſeem 
the leaſt neceſſary for his Advantage, and lay- 
ing them aſide takes as many from the Talon 
or Heap that is left; and the youngeſt Hand 
lays out three, and takes in the three laſt of the 


Talon. „ a 13, 


In diſcarding, the firſt Intention in ſkilful 


Players, 
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Players, is to gain the Cards, and to have the 
Point, which moſt commonly engages them to 
keep in that Suit of which they have the moſt 
Cards, or that which is their ſtrongeſt Suit; 
for it is convenient to prefer, ſometimes, forty- 
one in one Suit to forty-four in another, in 
which a Quint is not made; ſometimes even 
having a Quint it is more Advantage to held 
the Forty-one, where if one Card only is taken 


it may make it a Quint- mejor, gain the Point, 


or the Cards, which could not have been done 
by holding the Forty- four, at leaſt without any 
extraordinary Take in. n e n 
You muſt alſo endeavour m laying out to get 
a Quatorze, that is, four Aces, Kings, Queens, 
Knaves, or Tens, each of which counts for 
fourteen, and is therefore called a Quatorze ; 
the fourteen Aces hinders the counting four- 


teen Kings,'&c. and by that Authority you may 


count a leſſer Quatorze, as of Tens, although 


your Adyerfary may have fourteen Kings, &c. 
becaufe the ſtronger annuls the weaker; and 


alſo in the Want of a leſſer Quatorze you may 


count three Aces, three Kings, three Queens, 
three Knaves, or three Tens. It is good to 
take three Aces, and they are better than three 
Kings, and he who has them may by virtue 
thereof count his three Tens, although the Ad- 
verſary may have three Kings; in favour of 2 
Quatorze you count not only any leſſer Qua- 
torze, but alſo all the Threes which you have, 
except of Nines, Eights, and Sevens, © 1 5 
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The ſame is to be obſerved in regard to the 
Huitiemes, Septiemes, Sixiemes, . Quints, 


Quarts, and Tierces, to which the Player muſt 


have Regard in his diſcarding, ſo that hal he 
takes in may make them for him. 


The Point, is the Number of Cards of the 


ſame Suit which one holds in Hand after having 


taken in, the Pips of which muſt be counted; 
when you aſk if it is good ; obſerving the Ace 
counts for eleven, the King, Queen, and K nave, 


ten each, and the reſt according to the Num- 


ber of the Pip dc: - 


The Point being ſelected, the eldeſt Hand 
declares what it is, and alles if it is good: If 


his Adverfary has not fo many, he anſwers, it 


is not good; if he has juſt as many, he anſwers, 


it is equal; and if he has more, he anſwers, it 
is not good: He who has the beſt, counts as 


many for it as he has Cards which compoſe it z 


and whoever has the Point counts it, whether 
he is eldeſt or youngeſt ; but if the Points are 
equal neither. can count; it is the ſame when 
the two Players have equal e Quarts, 
Quints, &c. 

There are ſix Kinds of Tierces, one com- 
poſed of an Ace, a King, and a Queen, and 
called a Tierce-Major ; a ſecond of a King, a 


Queen, and a K nave, called a Fierce from a 


King; a third of a Queen, a Knave, and a 
Ten, called a Fierce from a Queen; a fourth 
of a Knave, a Ten, and a Nine, called a 
Tierce from a Knave; a fifth of a Ten, a 


Nine, 
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120 The Games of PIQUET. 
Nine, and an Eight; and a ſixth of a Nine, 


an Eight, and a Seven, called a Tierce- 
Minor. e oo 
You muſt obſerve that all the Cards of a 
Tierce, as well as of the Quarts, Quints, &c, 
muſt be of the ſame Suit. r 
There are five Kinds of Quarts (pronounced 
Carts) the firſt called a Quart- Major, is com- 
poſed of an Ace, King, Queen, and Knave; 
the ſecond a Quart from a King, of King, 
Queen, Knave, and Ten; the third, a Quart 
from a Queen, of Queen, Knave, Ten, and 
Nine; the fourth a Quart from a Knave, of 
Knave, Ten, Nine, and Eight; and the fifth 


a Baſſe · Quart or a Quart-Minor, of a Ten, 


Nine, Eight, and Seven. 
There are four Sorts of Quints (pronounced 
Kents) the firſt a Quint-Major, of Ace, King, 
Queen, Knave, and Ten; the ſecond a Quint 
from a King, of King, Queen, Knave, Ten, 
and Nine; the third a Quint from a Queen, 
of a Queen, Knave, Ten, Nine, and Eight; 
and the fourth a Quint-Baſſe, of Knave, Ten, 
Nine, Eight, and Seven. | 
There are three Sorts of Sixiemes, the firſt a 
Sixieme- Major, of Ace, King, Queen, K nave, 
Ten, and Nine; the ſecond a Sixieme from a 
King, of King, Queen, K nave, Ten, Nine, and 
Eight; and the third a Sixieme from a Queen, 
of Queen, Knave, Ten, Nine, Eight, and 
Seven. | I, I 
There are two Kinds of Septiemes, firſt a 
: pg Septieme- 
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Septieme-Major, of Ace, King, Queen, Knaves 
Ten, Nine, and Eight; and fecond, a Sep- 
tieme from a King, of King, Queen, eee 
Ten, Nine, Eight, and Seven 

There is but one Sort of Huitiemes, which 
is compoſed of the Ace, King, Queen, Knave, 
Ten, Nine, Eight, and Seven, that is of ” 
the Cards of the ſame Suit. 

Theſe Sequences are what it is OT pro- 
per each Player ſhould have Regard to in 
laying out, it being much to his Gre : 
have them; for if a Fierce is he who 
holds it counts three for it, four fora Quart, 
fifteen for a Quint, ſixteen for a Sixieme, fe- | 
venteen for: a Septieme, and "eighteen for a 
Huitieme. If your Point is good you count as 
many Points as the Number of the Cards it 
conſiſts of; as for Example, if you have 2 
Quart-Major, and it is alſo good for Point, you 
count four for the Point, and four for the Quart, 
which makes eight, and alſo the n for che 5 
Quints, Sixiemes, cc. < 

But if your Point is good, and you have nei- 
ther Tierce nor Quart, you only count as many 
for the Point as it conſiſts of Cards. 

Al] Tierces, Quarts, Quints, Kc. are Se 
quences, and in favour of one of them bei 
good, you reckon the leſſer Sequences, although 
your Adverſary may have better, and you 


count for them how ſmall ſoever, your Adwer- 


lary's being entirely. annulled by your ſuperior 
Sequence but A” the a Sequences. * 
de 
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be alike in both the Players Hands, whoever 
ſhould hold ſeveral other Sequences, either of 
the ſame Goodneſs or lefler, nevertheleſs can- 
not count one. | 

After each of the Playets has taken in the 
Cards which belong to him from the Talon or 
Stock, he ſhould ſort his Cards to fee what he 
has to reckon, and put together the moſt Cards 
that he hath of one Suit to make his Point, 
and then declare it; if the youngeſt hath a 
better Point, he muſt anſwer, Not good; if he 
hath as good, he muſt anſwer, Equal; and if 
he hath leſs, he.muſt anfwer, Very good; after 
the eldeſt Hand hath counted the Point, he 
ſhould examine if he hath not any Tierce, 
. Quint, &c. and then ſee if he hath 

y Quatorze, or three of Aces, Kings, &c. 
— he may reckon them, if his Adverſary 
doth not hinder him by having better, 

The Points, the Tierces, Quarts, Quints, 
&c. are to be ſhewn on the Table, that their 
Value may be ſeen and reckoned ; but you are 
not obliged to ſhow Quatorzes, or three Aces, 
Kings, &c. 

Four Aces, four Kings, four Queens, four 
Knaves, and four Tens are each called Qua- 
torze, and are reckoned for ſo many, viz. 
fourteen; . three Aces, three Kings, three 
Queens, three Knaves, and three Tens, each , 
xeckon for three. 

After that each hath 1 his Gans 
2 the eldeſt by the — he hath —_ 
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ſeen every; Thing that. is good in bis Hand, he 
begins to reckon ; the Carte Blanche is firſt 
reckoned, and if he hath it, is worth ten 
Points; then the Point is reckoned, then the 
Sequences, and laſtly the Quatorzes, or Threes, 
of Aces, Kings, &c. after which be begins 
to play his Cards, for each of which he counts 
one, except it is a Nine or an inferior one. 
After the eldeſt Hand hath led his firſt Card, 
the youngeſt ſhows his Point, if it is good, alſo, 
the Sequences, Quatorzes, or Threes of Aces, 
Kings, &c, or Carte Blanche if he has it; and 
having reckoned. them all together, he takes 
the firſt Trick if he can with the ſame Suit, and 
counts one for it; if he cannot the other turns 
the Trick and continues; and when the youngeſt ' 
Hand can take the Trick he may lead which 
Sit doin. e - pnio4- ad 
In regard to the Manner of playing the 


Cards, as it is Cuſtom and Habitude which 


teaches it in the moſt advantageous Manner for 
the Player, I ſhall a down in general 
what can be ſhown in Writing. | 

It is certain that a good Player is princi- 
pally known, by his Manner of playing his, 
Cards, from an indifferent one, and it is not 
poſſible to play without knowing the Strength 
of the Game; chat is to ſay, that by your own 
Hand yeu ſhould knaw what your Adverſary 
may hold, and what he muſt have diſcarded, 
and taking great Notice what he hath ſhown 
G2 The 
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The firſt Intention of a Player is to get the 


Cards; the ſecond is to make as many Points as 


you can, and hindef your Adverſary from ſo 
doing; but the prineipal End is to gain the 
Cards, for which you count ten. 
I muſt acquaint thoſe who — no Kitbwo 
ledge of the Game, that there are no Trump 
at Piquet, but the higheſt Card of the ſame 
Suit takes the Trick; for if for Example one 
plays the King of Spades; and the other has 
the Ace, he takes the Trick; whereas if one 
plays the Seven of Spades and the other bath 
never a Card of hat. Suit, though he ſhould 
throw down a Card of ſuperior Value'of ano- 


ther Suit, the Trick will be for him that led 


the Seven of Spades. 

If the eldeſt Hand has the Misfortune to 
have neither Point, Sequence, Quatorze, or 
Threes which are good, he muſt begin to 


count by playing that Card which he judges 
moſt 2 and continue to play until his 


Adverfary has played a ſuperior, to lead in 
his Turn. 

This Method of Raping muſt be continijed 
till all the twelve Cards are played, and he who 
takes the laſt Trick ebunts tW w. 

Then each Player counts how many Tilths 


he has taken, and he who hath the moſt 


Tricks reckons ten for having gained the Cards, 


any Thing. Ma n 'Sids* can cebunt 
bor Tp 


any Thing. 
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As ſoon as each Deal is finiſhed each Player 
ſhould ſet down with Counters or other Marks 
how many Points he hath made, and ſo pro- 
ceed until the Game is finiſhed, and after 
each Deal the Cards muſt be ſhuffled and 2 
for the nent. 1-17. 

At Piquet each takes 25 Turn to deal, un- 
leſs the e is finiſhed in one Deal. 

When you begin another Game, the Cards 
lt be cut afreſh for the Deal, unleſs. it is 
agreed upon, when you firſt begin to play, that 
the Deal ſhall, go on.; in that Caſe they muſt 
deal alternately, : 
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GENERAL RorkEs for playing at PIQUET, 
I. VO are to play by the Stages of your 


Game; what is meant by them, is, 
that when you are backward in the Game, or 
behind your Adverſary, you are to play a puſh- 
ing Game, otherwiſe you are to make twenty- 
| ſeven Points Elder-hand, and thirteen Points 
ere, een and you are always to compare 
your Game with your Adverſary's, and diſcard 
accordingly. . 

II. Vou are to diſcard in Expectation of 


e e Cards, which is ſo eſſential a Part 


of the Game, that it 8 makes twenty- 
two or twenty- three Points difference; there- 
fore you are not to diſcard for low Quatorxe, 
ſuch as three Queens, three Knaves, or three 
Tens, becauſe in any of theſe Caſes, the Odds 
are three to one, Elder-hand, that you do not 

E * ſucceed, 
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The Game of PIQUET., 127 
fucceed, and ſeventeen to three, Younger-hand : 
For let us ſuppoſe you ſnould go for a Quatoræe 
of Queens, Knaves, or Pens, and throw out 


an Ace or a King; by ſo doing you run the Riſk 
of loſing above twenty Points in Expectation of 


winning fourteen Points. 

III. At the Beginning of a Party you are to 
play to make your Game, which is twenty- 
ſeven Points Elder-hand, and thirteen Points: 
Younger-hand ; therefore, ſuppoſe you are 
Elder-hand, and that you have a Trerce- Major, 
and the Seven of any Suit, it is five to two but 
that you take in one Card out of any four cer- 


tain Cards; therefore, ſuppoſe you ſhould bave 


three Queens, three K.naves, or three Tens, 
you are in this Caſe to diſcard one of them pre- 


ferably to the Seven of ſuch a Suit, becauſe it 
is three to one that you do not take in any one 


certain Card, Elder-hand, to make you a Qua- 
torze, and conſequently: you diſcard the Seven: 
of ſuch a Suit to a great Diſadvantage. 


IV. If your Adverſary is greatly before you 
in the Game, the Conſideration of winning the 


OS 


Cards muſt be put quite out of the Queſtion ; 


therefore ſuppole you. ſhould have a Quart to 
a Queen or a Quart to a Knave; in which Caſe 
it is only abour five to four, being Elder-hand, 


but that you take in a Card to make you a 
Quint, and about three to one but that you 
take in a Queen, a Knave, or Ten; and ſhould 
8 have three of either dealt you, it is good 


lay to make a Puſh for the Game, particularly 
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128 The GAME of PIQUET. 
if it is ſo far advanced as to give you but little 
Chance for it in another Deal ; and in this, and 
other Caſes, you may have Recourſe to the Cal- 
culations aſcertaining the Odds. 

V. To gain. the Po *oint, generally makes ten 
Points difference; ; therefore, when you diſcard, 


you muſt endeavour to gain it, but not riſk the 


hk of the Cards by fo doing. 

| Vi. The ſaving of your Lurch, or the luth. 
ing of your Adverſary, is ſo material, that you 
ought always to riſk ſome Points to accompliſh 
either of them. 

VII. If you bave ſix Tricks, with any win- 
ning Card in your Hand, never fail playing that 
Card ; becaule, at leaſt, you play eleven Points 
to one againſt yourſelf by ſo doing, unleſs in 
Play you diſcover what Cards your Adverfary 
has laid out. 

VIII. If you are greatly. advanced in the 
Game, as ſuppoſe you are eighty to fifty, in 
that Caſe it is your Intereſt to let your Adver- 


fary gain two Points for your one as often as 


you can, eſpecially if the next Deal you are 
to be Elder-hand; but if, on the contrary, you 
are to be Tenge and are eighty- ſix to 
fifty or ſixty, never regard the loſing two or 
theee Points for the gaining of one, becauſe 
that Point brings you within your Shew. 


: n Younger- hand is to play upon the 


defenſive; therefore, in order to make his thir- 
teen Points, he is to carry Tierces, Quarts, and 
n to ſtrive for the kunt: But ſuppoſe 

him 
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him to have twa Tierces, from a King, Queen, 
or Knive, as it is twenty-nine to twenty- 
eight that he ſucceeds, he having in that Caſe, 
four certain Cards to take in to make him 
a Quart to either of them, and, perhaps, there- 
by ſave a Pique, &c. he ought preferably to 
go for that which he has the moſt Chance to 
ſucceed in: Bur if, inſtead of this Method of 
Play, he has three Queens, Knaves, or Tens, 
and ſhould attempt to carry any of them pre- 
ferably to the others, the Odds that he does 
not ſucceed being ſeventeen to *three againſt 
him, he conſequently diſcards to a great Diſad- 
Fm np ON 
X. The Elder or Younger-hand is ſometimes 
to ſink one of his Points, a Trerce, or three 
Kings, Queens, Knaves, or Tens, in Hopes of 
winning the Cards; but that is to be done with 
Judgment, and without heſitating. . 
XI. It is often good Play for a Vounger- 
hand not to call three Queens, Knaves, &c. and 
to ſink one Card of his Point, which his Adver- 
ſary may ſuppoſe to, be a Guard to à King or 
ueen. . e en, f 
XII. The Vounger-hand having the Cards 
equally dealt him, is not to take in any Card 
if thereby he runs the Riſk of loſing them, un- 
leſs he is very backward in the Game, and has 
then a Scheme for a great Game. (CONE 
XIII. If the Younger-hand has a Probability 


card; as for Example, Suppoſe he ſhould 
55 | G 5 | have. 
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have the King, Queen, and Nine of a Suit; 
or the King, Knave, and Nine of a Suit; 
in this Caſe he may diſcard either of thoſe 
Suits, with a moral Certainty of not being at- 
tacked in them; and the Odds that he does 
not take in the Ace of either of thoſe Suits be- 
ing againſt him, it is not worth his while to 
diſcard otherwiſe in ExpeQation of ſucceed- 


XIV. The Younger-hand havi three Aces 
dealt him, it is generally his beſt Play to throw 
out the fourth Suit. E 

XV. The Vounger-hand is generally to carry 
Guard to his Queen-Suits, in order to make 
Points, and to ſave the Cards. 

XVI. When the Younger-hand obſeryes 
that the Elder-hand, by calling his Point, has 
five Cards, which will make five Tricks in Play, 
and may have the Ace and Queen of another 


* 


Suit, he ſnould throw away the Guard to that 


King, eſpecially if he has put out one of that 
Suit, which will give him an even Chance of 
ſaying the Cards. „ 
XVII. If the Elder-hand bas a Quart to a 
King dealt him, with three Kings and three 
Queens (including the King to his Quart) and 
that he is obliged to diſcard either one of his 


Quart to the King, or to diſcard a King or 


| Queen : 1 
Query. Which is beſt for him to diſcard? 
Anſwer. The Chance for taking in the Ace 
or Nine to his Quart to a King, being one one 
OL 


a vw K BY) wyow 
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of two certain Cards, is exactly equal to the 


a : 
4 taking either a King or a Queen, having three 
e of each dealt him: Therefore he is to diſcard in: 
— ſuch a Manner as gives him the faireſt Proba- 
8 bility of winning the Cards. | 
2 The foregoing Caſe may be a general Direc- 
0 tion to diſcard in al! Caſes of the like Nature, 
— either for the Elder or Vounger-hanc. 
7 XVIII. Suppoſe the Elder-hand has taken in 
'S his five Cards, and that he has the Ace, King, 
* and K nave of a Suit, having diſcarded two of 
that Suit: He has alſo the Ace, King, Knave, 
7 and two ſmall Cards of another Suit, but no 
(- winning Cards in the other Suits; 

Query. Which of theſe Suits is he to plax 
bs from, in order to have the faireſt Chance of 
15 winning, or ſaving the Cards? 
a Anſwer, He is always to play from the Suit 
- of which- he has >. bee uns be- 
at cauſe, if he finds his Adverſary guarded there, 
at the Probability is in his Favour that he is un- 
of guarded in the other Suit; and ſhould he play 


from the Suit of which he has the moſt in 
a Number, and finds his Adverſary's Queen 
ee guarded, in that Caſe he has no Chance to ſave 
d or win the Cards. l | 5 
is XIX. If the Elder-hand is ſure to make the 
r Cards equal, by playing of them in any parti- 

cular Manner, and is advanced before his Ad- 

verſary in the Game, he is not to riſk the loſing. 
e of them; but if his Adverſary is greatly before 
at him, in that Caſe it is his 1 riſæ the 
of G 6 loſing 
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lofing of the Cards, in Expectation of winning 
Bt GaN! CHAP, I. 
Particular RULEs and CASES. 
J. SUPPOSE you are Elder-hand, and that 
you have dealt you a Quart- Major, with 
the Seven and Eight of Clubs, the King and 
Ten of Diamonds, the King and Nine of 
Hearts, with the Ten and Nine of Spades; 
Query. Whether you are to leave a Card, 
by. carrying the Quari- Major and two more of 
the ſame Suit for the Point, with two other 
Kings; or to throw out one Card of your 
Point? | | WY 
Anſwer. If you throw out one Card of your 
Point, there is a Poſſibility that you reckon only 
five Points, and that your Adverſary may win 
the Cards, by which Event he gets eleven 
Points, beſides his three Aces, &c. which 
gives you a bad Chance for the Game : But by 
leaving a Card, and admitting that one Card 
of Conſequence lies in the five Cards which you 
are intitled to take in, it follows, that you have 
four Chances to one againſt leaving that Card, 
and conſequently it is your Intereſt to leave a 
Card; The odds are alſo greatly in your Favour, 
that you take in ſome one of the following 
Cards in your four Cards, viz. There are two 
to your Point, three Aces, and one King. 
II. If you ſhould happen to have the Ace, 
King, and four ſmall Cards of any Suit, with 


wo 
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two other Kings, and no great Suits againſt 
you, the like Method oh the e ae _ 
be practiſed, 7 

III. Suppoſe: you ſhould Hover! Ys King 
Queen, and four of the ſmalleſt Clubs, the King 
and Queen of Diamonds, the Ace and Knave 

of an and the King and Nine of Spades; 
. How are you to diſcard, with a Pro- 
bablity of making the moſt Points ? 16a. 

Anſwer. You are to throw out the Queen 


and four ſmall Clubs, and to carry three entire 


Suits, with the King of Clubs; for this Reaſon, 
becauſe the Chance for your taking i in the fourth 
King, is exactly the ſame as the Chance of 
taking in the Ace of Clubs; in either of which 
Caſes it is three to one againſt you: But if you 
fail of taking in the fourth King, by diſcarding 
thus, you have a fair Chance to win the Cards, 
which will probably make twenty-two Points 
difference. But ſhould you diſcard with an 
Expectation of taking in the Ace of Clubs, and 
ſhould happen to fail, you being obliged to 
throw out ſome of your great Cards, you would 
have a very diſtant Chance of either ſaving or 
winning the Cards. 

IV. Suppoſe you ſhould have the King and 
Queen of Clubs, a Tierce- Majar in Diamonds, 
Queen and Knave of Hearts, and a Vun from 
the u of Spades; 

How are you to diſcard, with a Pro- 
babllity of making the moſt Points? 


Anfever, You are to throw out the 3 
& nave 


134 The GAME of PIQUET. 

a Knave in Spades, in order to make the moft 
Points; becauſe, let us admit that your Quint 
is good for every Thing after you have taken 


in, you in that Caſe only ſcore nineteen Points, 


if you carry it, and you probably give the 
Cards up, and alſo. the Chance of a Quator ve 
of Queens, beſides a great Number of Points 
in Play; and conſequently,. by carrying the- 
Quint, you would diſcard to a great Difad- 
vantage 22 n | 
V. Suppoſe you have the King, Queen, 
Seven, Eight, and Nine of Clubs; the Queen 
and Knave of Diamonds; the Queen, Ten, 
and Nine of Hearts, with the Ace and Nine of: 
Spades; | | 
Query. How are you to diſcard ? 5 
Anfwer. You are to diſcard the King, Seven, 
Eight, and Nine of Clubs, and the Nine of 
Spades; by which Means you do not only go 
for three Suits, but you have the ſame Chance 
for taking in the fourth Queen, as you would 
have to take in the Ace of Clubs: Beſides, the 
Probability of winning the Cards is greatly in: 
your Favour, by this Method of diſcarding. 
VI. Suppoſe you have the Queen, Ten,. 
Nine, Eight, and Seven of Clubs; the Knave- 
and Ten of Diamonds; the King, Queen, and 


Knave of Hearts, with. the Ace and Nine of. 


Spades; 
Query. How are you to diſcard ? 


Anſwer. You are to diſcard the five Clubs 3: 


becauſe it is three to one that you do not take 
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card to a great Diſadvantage. 


in the Knave of Clubs, and, the carrying three 
entire Quits gives you a fairer Chance to ſcore 
„ 1 oo hos an ES 

VII. - Suppoſe you have the Ace, Queen, and 
Knave of Clubs ; the-King, Queen, and Knave 
of Diamonds; the Queen and Knaye of 


Hearts, with the Ten, Nine, Eighty and Seven 


of S 2 r 
Query, How are you to diſcard? 

225 You avs by diſcard the Ace of Clubs 
and the four Spades, becauſe it is only hve to 
four but that you take in a Queen or a Knave; 
it is alſo about three to two that you take in an 
Ace: You have alſo three Cards to your Trerce 
to a King to take in, viz. The Ace and Fen, or 
the Ten and Nine, to make you a Quint; all 
which Circumſtances conſidered, you have a 
fair Probability of making a great Game: 
Whereas, if you ſhould leave a Card, by throw- 
ing out the — Spades only, you run the Rifk 
of leaving one of the following Cards, viz. The 
King of Clubs, the Ace of Diamonds, the Ace, 
Queen, or Knave of Spades; in any of which 
Caſes, you would probably loſe more Points than 
by throwing out the Ace of Clubs; and if you 
ſhould carry two Suits, viz. Three Clubs, three 
Diamonds, and the Queen of Hearts, you run 
the Riſk of putting out fourteen Points; and it 
is only five to four againſt your taking in a 
Queen or a Knave, and therefore you would diſ- 


VII. Sup» 
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VIII. Suppoſe yd have the King, Queen: 
and Ten of h Sutt and that your Adverfary has 
the Ace, Knave, and one (mall Card of that 


Suit; and that you 50 only thoſe* 8 


Cards left, and vou are to make three 1 

tems .** e et 
Query. What Card are you to play? | Hom 
Anſwer. Lou are, to play the Ten. 
IX. Suppoſe'you have the Ace, Quern, Ten, 


and Nine of Clube, alſo the Bangs Queen, Ten, : 


and Nine of Diamonds; 05 113 Uns 


Qulery. Which of tnefe Suits are yu to 


carry, in order to have the faireſt Probability 
of ſcoring the greateſt Number of Points? 
Ai ſiber. You are to carry the King, Queen, 


Ten, and Nine of Diamonds, becauſe the 


Chance of taking in the Ace of Diamonds is 


exactly equal to that of taking in the King of 


Clubs; and alſo the Chance of taking m'the 
K nave of Diamonds is equal to that of 1 
in the Knave of Clubs; by which Manner o 
diſcarding, you have a Probability of ſcoring 
fifteen Points for your Quint in Diamonds, 
inſtead of four Points for the Quart in Clubs; 
and the Chance for winning the Cards is better, 
becauſe by taking in the Ace of Diamonds you 
have ſeven Tricks certain, which cannot hap- 
pen by taking in the King of Clubs. 1 
X. Suppoſè you have four Aces and two Kings 


dealt you Younger-hand, in order to capot the 


Elder-hand, you are to make a deep Difcard; 


ſuch as the Queen, Ten, and Eight of a Suit 
| by. 


Fr 
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by which Means, if you happen not to take in 
any Card to ſuch Suit, you may probably ca- 
pot the Adverſary. Ne Ee 
XI. Suppoſe Elder-hand, that you have the 
Ace, Queen, Seven, Eight, and Nine of Clubs, 
alſo the Ace, Knave, Seven, Eight, and Nine 
of Diamogds 3: 8 | 5 
Query. Which Suit are you to carry, in order 
to make the moſt Points? b 
Anſwer. You are to carry the Ace, Knave, 
Seven, Eight, and Nine of Diamonds, becauſe 
the taking in the King of Diamonds is equal to 
the taking in the King of Clubs, and conſe- 
quently as good for winning the Cards ; but 
_u have the Chance of taking in the Ten of 
iamonds to make you fifteen Points, which 
Event cannot happen by taking in any one cer- 
tain Card in Clubs,d,..} 7; 5; BED! 
XII. Suppoſe Elder-hand, that you have the 
Ace, Queen, Seven, Eight, and Ten of Clubs, 
alſo the Ace, K nave, Seven, Eight, and Ten of 
Diamonds; 1 G 8 
Query. Which Suit is beſt to carry? 
Anſwer. You are to carry the Ace, Knave, 
Seven, Eight, and Ten of Diamonds, becauſe 
the Chance of taking in the King of Diamonds 
is equal to the Chance of taking in the King 
of Clubs, and conſequently as good for win- 
ning the Cards; but you have an additional 
Chance of taking in the Nine of Diamorids to 
make you fifteen Points, which Event cannot 


happen by taking in one certain Card in Clubs. 
| XIII. Sup» 
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XIII. Suppoſe you have the Ace, Queen, 
Ten, and two more of a Suit; allo the Ace, 
Queen, and Ten of another Suit only. And let 
us ſuppoſe, that your Adverfary has ſhewn Six 
Cards for his Point, ſuppoſe the Ace, Queen, 
and four ſmall ones, and ſuppoſe you are 

yarded in that Suit; as ſoon as you have the 

cad, you are to play from the Suit of which 
you have the feweſt in Number, becaufe if he 
is guarded in that Suit, he is probably un- 
guarded in the other Suit; but ſhould you be- 
gin with the Suit of which you have the moſt 
in Number, if he happens to be guarded there, 
you have then no Chance to win the Cards 
which may prove otherwiſe, if you begin with 
the Suit of which you have the feweſt in Num- 
ber. If he is guarded in both Suits you have 
no Chance to win the Cards, h 


CHAP, III. 
Same ComPpuTATIONS, direfting, with moral 
Certainty, how to diſcard well any Hand. 


I, T HE Chance of an Elder-hand's taking 
in one certain Card is three to one a- 
gainſt him. h | 
TI, That of his taking in two certain Cards is 
18 to 1 againſt him. 
III. I would know what are the Odds that 
an Elder-hand takes in four Aces ? 


Anſwer. That he takes 5 
| in 4 Aces, 18 8 


againſt him. for him. 
98 to 
At. 


two? 
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Aa gainſt him. for him. 


At leaſt 3 of hams is about, 33 to 1x 


2 of them 3 08 8 

i of them — 1 88 

IV. If an Elder-hand has one Ace dealt Ky 
what are the Odds that he takes in the other three? 


Auf That he tak againſt him, for him. 
nſcber. at he takes a 

in the 3 Aces — 113 t Bree 

At leaſt 2 of them, about 6 to 1 

1 of them 1 5211518 75006 +738 

V. If an Elder-hand has wo Aces dealt him, 

what are the Odds that he takes i in the other 


againſt him. for him. 


Anſwer. That he takes in 5 
the other 2 Aces, is A . 
At leaſt 1 of them, is near 5 21 "to. | 17 


vis 4 againſt him, or 1 
In caſe the Elder-hand has two Aces 
and twa Kings dealt him, what are the Odds 
that he takes in either the two Aces or two 
Kings remaining ? | T 

Anſwer. It is about — 17 to 2 

VII. Elder-hand having neither Ace nor 
King dealt him, what is his Chance to take in 


both an Ace and a King in 2, 3, 4, or 5 Cards ? 
againſt him. for him. 


Anſwer, In 2 Cards, is about - 11 to' 1 


In 3 Cards — 4 to I 
In 4 Cards — 9 to 5 
In 5 Cards — 33 to 3 

VIII. What 


" 
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VIII. What are the Odds that a Younger- 


hand takes in two certain Cards? 
"__ him. for him, 
Anſwer — — 62 t-to 1 


* 


What are the Odds that a Yolnger-hand 


takes in three certain Cards? 
againſt bir, 58 him. 


Anſiuer aß 1139 N 
IX. The Younger-hand A tes no 1 dealt 


bim. what ee has he for his taking one? 


againft * for him. 
Anſwer.” It is 28 to 29 


X. If the „ hand has one "of dealt 
him, what are the Odds of his taking in one or 
two of the three 10 Aces „ 


ws ar pow bim. for bim, 
Anſwer. That he takes in ; 40 
two of them, is about 21 | 0 1 
At leaſt one of then — 3 t-to 
XI. What are the Odds that the. Younger 
hand takes in one certain Card? 
: againſt Fe HL for: 195 


Anſiber. That he e 77 1 


not take it ie 


What is the Uu of a FEY 
| - againſt him. for him. 


1791 to ö 155 1 


lay 9 — 


A > 5 8 


noon oS 


te. As Y | WP” | A 


— 
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Ar Eb AAA and AprLicarion Mo 
foregoing CALCULATIONS. 1 


1. As by the firſt Calculation it is three to 
one, that, being Elder-hand, you do not 
take in one certain Card; you have, therefore. 
a better Chance of advancing your Game, by 
carrying two; Suits: for Points and the Cards, 
than by aiming at We, of Queens, N, 
or Tens. Ii ts 
II. Second Caleuozion : 31 to take! in two cer. 
tain Cards, Blade hand, is eighteen; to one a- 
gainſt you. 0 
Therefore ſuppoſe you have a Quart Major, 


and two other Aces dealt you, the Odds that 


you do not take in the Ten to your Quart 
Major, and the other Ace, is eighteen to one 
againſt you but that you take in one of them, 
is only twenty-one to ſeyenteen againſt you. 
And ſuppoſe you have! three Aces and three 
Kings dealt you, the Odds are eighteen to one 
againſt your taking in the other Ace and the 
other King; yet it is not much above five to 
four, but. that you take in one of them. This 
Example ſhews, how you are to diſcard} ig. Cales, 
of the lige Nature... 

UI. The, Odds in ng a, uot N 
Cards, as four Aces, Ic. being nine hund red 
and ſixty- eight to one by the third Calculation, 
is ſo great a Chance of not ſucceeding, chat it 
is 1 worth further Notice. N 

But 


* 
* 
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But to take in three Cards out of any four 


certain Cards, Elder-hand, is only thirty- three 
to one againſt you. | age 
EXAMPLE. Suppoſe you have two Aces and 
two Kings dealt you, the Odds of taking in 
three of them out of four certain Cards, ſuch 
as two Kings and one Ace, or two Aces and a 
King, are only thirty-three to one againſt you. 
But ſuppoſe you ſhould want to take in any 
two out of four certain Cards, ſuch as the 
Queen of Clubs, the Ten of Diamonds, the 
Ace of Spades, and Knave of Hearts, being 
Elder-hand, it appears by the Calculation to be 


three to one againſt you; and the Odds are the 


ſame for any two out of four certain Cards. 
But if, being Elder-band, you only want one 
Card out of four, the Odds are five to two 
in your Favour that you take it in. Theres. 
fore, if you have four Tens, or any inferior: 
uatorze dealt you, and no Ace, it is great 
dds in your Favour, that, being Elder-hand, 
you take in one Ace, and ought to play your 


Game accordingly. But you muſt always con- 


ſider the Diſadvantage either of loſing the Cards, 
or running the Riſk of a Capot, which you run 


the Hazard of, by ſpoiling your Hand wick 


keeping four Tens when they are not good. 
5 IV. By the fourth Calculation ;: if you have 
one Ace dealt you, it is one hundred and thir- 
teen to one that you do not take in the three 


others; forty- nine to eight, or about ſix to one, 


that you do not take in two out of the three; 
; 5 but 
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but that you take in one out of the three, is 
e about three to two in your Fayour, or one hun- 
+ dred and thirty-ſeven to ninety-one. 8 

As for EXAMPLE. You have a Quart from 
a King, and two Kings more dealt you; as it 
is three to two that you take in either Ace or 
Nine to your Quart to the King, or the fourth 
King, as you have the Chance of reckonin 
fourteen or fifteen Points by this Method of 
diſcarding, you ought to play accordingly: 
And this Method ſhews you how to play any 
Hand of the like Sort. 

But if you ſhould diſcard, with an Expec- 
tation of taking in two Cards out of three cer- 


tain Cards, the Odds againſt ſuch an Event be- 


Ee: ing above ſix to one, your Game muſt indeed 

0 be very deſperate if you attempt to diſcard to 

. that Purpoſe. The Chance of taking in three 

r certain Cards, being one hundred and thirteen 

it to one, is a very . 5 Chance; yet even ſuch 
N does happen ſometimes, but ought never to be 
r ventured upon, but when a Man has no other 
. Reſource in the Game. | | 

'N V. The fifth Calculation is, that if you have. 
n two Aces dealt you; it is eighteen to one that 

0 you do not take in the two other Aces; but 

10 only ſeventeen to twenty-one that you take in 
Ee one of them. Let us illuſtrate the Uſe of this 


by an Example. Suppoſe you have a Quar- 
e Major dealt you, — Herr to a Kang. and 
„ that you are greatly behind your Adverſary in 
3 the Game; to take in the Ten to your * 
it . Toles ajor 


„ — ä ̃ e —⁰ 00 
1 * 
* 1 * 
1 p : 
1 . 
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Majar is three to one againſt you; but to take 


in the Ace or Nine to your Duart to the King; 
is only about five to four againſt you. 


Alſo, by the fame Rule, ſuppoſe you have 


three Kings and three Queens dealt you, the 
Odds of your taking in both a King and a 
Queen, are eighteen to one againſt you bur 
that of your taking one of them, is 'only hve 
to four againſt you 


All other Caſes of the like Nature may be 


diſcarded by this Method of Calculation. 


VI. As, by the ſixth Calculation, i it is ſeven- 


teen to two that you do not take in two certain 


Cards out of four, ſuch as two Kings, 'two - 


Queens, &c. you muſt not, therefore, con- 
found this with' the third Calculation, where 
the Odds are not above three jy one that you 
take in two Cards out of the eee 

VII. Having neither an Ace dor 2 King dealt 
you, what are the Odds of your taking in both 
an Ace and a . in two, in three, in —_ 
or in five Cards? | 

_ Anſwer. To take i in an Ace and a King 


againſt you. — you. 


Ind Cards; is about — 11 to 1 
In 3 Cards —— — 4 (0 1 
In 4 Cards 9 3 0 5 
In 5 Cards — 33 to 31 


Von may obſerve, by the ; foregoing Calcu- 


lation, what are the Odds of Ag in two, 
three, four, or five Cards out of any eight cer- 
tain Cards, and conſequently A to the 
greateſt Advantage. The 
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The foregoing Calculation i is Either. for the 
Elder or Youtiger-hand, - 

EXAMPLE: 7 us ſuppoſe the Mete d 
to have two Quator es againſt him, he may ob- 
ſerve, that it is not above four to one but that he 
takes in one of each of 2 The like Rule 
may ſerve for any other cig] ht.certain Cards. 

VIII. As by the eighth Calculation it i; ſixty- 

two to one, that the Jounger-hand does not 
tak e in two certain Cards, which Event hap- 
pening, he ought not therefore to run the Ha- 
zard of fo great a Chance, but when his Game 
is deſperate, and does not promiſe him another 
Deal. 
IX. By the ninth Calculation; as it is twen- 
ty-nine to twenty-eight that the Vounger- hand 
takes in one Ace, having none dealt him; the 
Calculation is the ſame for any Card out of 
four certain Cards. 

As for EXAMPLE; Suppoſe you ana two 
Quarts dealt you from the King or Queen of 


- 


any Suit, it is the ſame Odds of twenty-nine 


to twenty-eight, but that you take in a Card to 
make one of them a Quint, and therefore you 
are to diſcard accordingly. 

As alſo, that you take in either Ace, King, 
Queen, or Knave, .of any one Suit, when a 
Pi * or Repique is 9 you. 

The tenth Calculation is, that 7 the 
Younger-hand has one Ace dealt him, it is. 
twenty-one to one that he does not take in two 
4 and about three to two that he does not 

111 1 take 
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take in one of them; which Calculation holds 
good in the taking in any three other certain 
Cards. Therefore, for Example, let us ſuppoſe, 
that as it is but three to two againſt the Vounger- 
hand's taking in one Card out of three to ſave 
a Pique, or a Repique, it would generally be 
reckoned good Play, either to throw one from 
his Point, or diſcard a King, &c. for the Chance 
of ſuch an Event. 0, a4 

XI. By the eleventh Calculation it is ſeven- 


teen to three, Younger-hand, againſt your taking 
in any one certain Card; therefore, the Odds of 


not ſucceeding in this Caſe are ſo greatly againſt 
you, that it ought not to be attempted, eſpeci- 
ally if the winning or ſaving the Cards is riſked 
by ſo doing, except in deſperate Caſes. 


| a; CHAP. Vs 
Curious and INSTRUCTIVE CASES. 
_ 8 UPPOSE you are a ee eee, 


that you have the Queen, Knave, Seven, 
Eight, and Nine of Clubs; alſo the Seven and 


Eight of Diamonds, the Seven of Hearts, and 


the Ten, Nine, Eight, and Seven of Spades; 
and that the Elder-hand has left a Caro? 

nil How are you to difcard, to put it'in 
the Power of the Cards to repique the Elder- 
hand? : 2411 
Anſiuer. You are to carry the five Clubs and 
the four Spades, and to leave a Card; and by 
taking in the Ace, King, and Ten of Clubs, 
you repique your Adverſary. 


II. Suppoſe 
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II. Suppoſe you have eight Clubs, the Ace 


and King of Diamond, the Ace of Heute, and 


the Ace of Spades: 
Query. Whether you repique the Younger- 


hand, or not? 


Anſwer. The Vounger-hand may have a 
Carte-Blanche, by havin oe Quaris from a 
Ten, which reckons fr and therefore he is 
not repiquead. 

III. What is the higheſt Number to be made 


of a Pique ? 


Anſwer. Eighty-two Points, 
What are the Cards which compoſe. that 
Number? 


Anſwer. A Quart. Maj or in Olubs, a Quart- 


Major in Diamonds, Abe) King, and Ten of 


Hearts, _ the- Ace of Spades. 


This is only upon Suppoſition that the Ruart- 
Major is Kino for every Thing. 


IV. What is the higheſt Number to be made 


of a Repique and Capot? 


Anſwer. A hundred and ſeventy Points. 

What are the Cards which ; coinpdie that 
Number ? 

Anſwer, The four Fitrer- Me, which are 

ſuppoſed to be good for every Thing. 

. Suppoſe you'are-Elder-hand, and that you 
want eight Points of the Game and that the 
Younger-hand wants twenty-three Points; and 
ſuppoſe you have dealt you the Ace, King, and 
Queen of Clubs; the Ace, King, and Fen of 


Diamonds; the Ace, Knave, and Nine of 


H 2- Hearts; 
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Heartss the Krave; Nine, and Seven of Spades: 


Query. How are you to diſcard, to prevent 
any Pollibility of the Younger- hand's making 
twenty-three Points, and he is not to reckon 


Carte- Blanche? 
Anſiwer. Vou are to diſcard. the King ans 
Queen: of Clubs, the Knave, Nine, and Se- 


ven of Spades; by which Method of diſcard- 
ing you are certain to make eight Points, be- 


fore the Younger-hand can make twenty- three 
Points. 


VI. Suppoſe you have the Ace, Queen, and 


Knave of Clubs, with the King and Fen of 


Diamonds; and ſuppoſe your Adverſary has 


the Ace, Queen, and Knave of Diamonds, and 


the King and Ten of Clubs, your Adverſary 


being to lead, is to make five Points, or to lole 
the Game: * 

Query. be ſhall you play to prevent him 
from making of five Points? 


Anſwer. When he plays his Ace of Clubs, 


ou are to play your King of Clubs; by which 
3 he can only make four Points ? + 
VII. A and B play a Party at Piquet. 
They are one Game each, of the Party. 


A has it in his Power to win the ſecond 


Game; but then he is Nounger-hand at the 
Beginning of the next Game. 


5 has it alſo in his Power to reckon Fe 
ninety-nine Points of the ſecond Gamez and 


B is to be ſeventy: 


Query. Whether it i 8. 4 8 Intereſt to win the | 


We Game, or not? An- 


t 


1 
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Anſwer. I&:is Ass Intereſt to wein the ſecond 

Game, in the Proportion of fourteen to thin- 

teen in his grit bor 14 yo ai er 


. 


nA. vi. "LV 


Some CompuTaTIONs for laying Mong ar the 
Game of PI U ET; 


1 1 T is five to four that the Elder-hand wins 


III. It is about two to one that the Elder- 
hand does not lurch the Younger-hand-- 


III. It is near four to one that the 1 
hand does not inten the SOM 


.. 3 % 


4 wins the ub 

Anſwer. About „ to twenty. 

II. If A has one Game, and B one Game, 
he who is Eldeſt-hand has above five to four 
to win the Party? a 

III. If A has two Ge Lowe before they 
cut for the Deal, the Odds are above four to 
one that he wins the Part. 

IV. If A has two Games Love, ad A' has 
the Hand, the Odds are about. five by one that 
he wins the Party. . -- 

V. If B has the Hand 1 25 4 is two | Love, 


the Odds in favour of A are about Ks and a 


half to one. 
YL. If A has two Games, and 'B one, before 
H 3 they 
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him, it is in his 
the Dealior:-not ; and if he chuſes to ſtand the 


Cards, and to take in four only. 
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they cut, the Odds in Favour of A are above 
two to one. 


VII. If A bas the Hand, and two Gama 


one, the Odds are about ER to four. 
VIII. If B has the Hand, when A is two 
Games to one, the Odds in Favour of A are 


about nine to five. 


IX. If Ais e, ee e and Elder-hand, 


the Odds i in Favour of A are about ſeventeen 
to ſeven. - 


X. If 4 Bas one Ga 8 Vounger- 


hand, the Odds NE of- A: pat we” wo 


to one. | 


c HA r. Vit. 
Laws. of the Game at PIAUE T. 


1. T. 1 8 e een is obliged to lay out one 
ar 

II. If the: Elder - hand takes imone of the'three 

Cards which belong to the t ee he 


loſes the Game. 


III. If the Elder-hand, in taking his Gre 
Cards, ſhould happen to turn up à Card be- 


longing: to:the Y aager-hand, he is to reckon 


nothing that Deal. 
IV. If the Ekler or Vounger- hand play with 


thirteen Cards, he counts nothing. 


V. If the Elder-hand has thirteen Cards 4 
Option whether he will ſtand 


Deal, he is to diſcover it, and to diſcard five 


VI 5 If 
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ove VI. If the Elder or Younger-hand reckons 
- BM what they have not, they count nothing. 
to VII. If the Elder-hand touches the Stock 

after he has diſcarded, he cannot alter his 

wo Diſcard. a 
are VIII. If a Card is faced; und it happens to 

be diſcovered, either in the Dealing or in the 
nd, Stock, there muſt: be'a new Deal, unleſs it de 
een the bottom Card. 

5 IX. If the-Dealer turns up a Card in dealing, 
der- belonging to the -Elder-hand, it is in the Op- 
wo tion of the Elder-hand to have a new Deal. 

X. Ifithe Vounger- hand takes in five Cards, 
it is the Loſs of the Game, unleſs the Elder- 

9 8 5 hand has left two Cards. 

7 XI. If the Elder-hand' calls forty-one for his 


A 


one Point, which happens to be a Quart- Major, 
2 and it is allowed to be good; and only reckons 
iree four for it, and plays away, in this Caſe he 1s 
he not intitled to count more. 
by XII. If the Elder-hand ſhews a Point, or 
five Quart, or Trerce, and afks' if they are good, and 
be- afterwards forgets to reckon any of them, it 
kon bars the Vounger- hand from reckoning any of 
EN equal Value. 
vith XIII. Cortes Blanche counts firſt, and conſe- 
; - quently ſaves Piques and Repiques: It alſo 
ealt piques and repiques the Adverſary, in the ſame 
and Manner, as if thoſe Points were reckoned in 
the any other Wa 5 111 
five XIV. Carie- Blanche ern before any 


| Thing elſe 3 but need not be ſhewn till the 
If H 4 Ad- 


152 The GAME F PIQUET, 


Adverſary has firſt diſcarded; only, if you are 


Elder-band, you muſt bid the Vounger- hand, 
to diſcard for Carte- Blanche; which after he has 
gone, you ſhew your Blanche by counting your 
Caꝛds down one after another. 

XV. You are tb cut two Cards at the leaſt, 


XVI. If you call a Point, and do not ſhety 
it, you reckon-nothing for it; and the Vounger- 


hand may ſhew, and reckon, his Point; 
XVII. If you play with en Cacde or 
ſewer, no Penalty attends it. 
XVIII. If the Elder-hand leaves a Said, and 
after he has taken in, he happens to put to his 
Diſcard the four Cards taken in, they muſt re- 


main with his Diſcard, and he only play with 


eight Cards, viz; thoſe added to his Diicard. 
XIX. If the Younger-hand leaves a Card or 


Cards, and mixes it with his Diſcard before he 
has ſhewn it to the, Elder-hand, who is firſt to 


tell him what he will play, the Elder-hand.i is 
intitled to ſee his Whole Biſcard. 


1 | ö 


XX. If the Younger-hand leaves a Card or 


Cards, and does not ſee them, nor mixes them 
to his Diſcard, the Elder-hand has no Right to 
ſee them; but then they muſt remain ſeparate 
whilſt the Cares are playing, and the Younger- 
hand cannot look at them neither all Dy! 
while. | 

XXI. If the Younger-hand leaves 2 Card or 
Cards, and looks at them, the Elder-hand is 
intitled to ſee them, firſt declaring what Suit he 


will lead, 
XXII. 11 


141 iT.) 


hand to have a new Deal; but if Nag the 
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XXII. If the Dealer deals.a Card too many, 
or too few, it is in the Option of the Elder- 


S 


Deal, he muſt leave three Cards for 


 Younger-hand.- 


XXIII. You are, in the firſt Place, toicall 
your Point; and if you have two Points, if you 
deſign to reckon the higheſt, you are ts; call 
that firſt, and are to abide by your firſt Call] 

XXIV. You are to call your Tierces, Duarte, 
Duints, &c. next; and to call the higheſt of 
them, in caſe; you deſign to reckon tbem- 

XXV. You are to call a Quatorge preferable 
to three Aces, &c. if you deſign to xegkon them. 

XXVI. If you call a Tierce, having a Nuart 
S Hand, you muſt abide by your fuſt 

all, | 5 -4n 1 115 Ar! 
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H E Cheſs - Board contains Gixty -four 
I Squares. 

"The King and his Officers, being eight 
Pieces, are placed upon the firſt Line of the 
Board, the white Corner of it bring wears 


your Right-hand. 
The white King muſt be upon the fourth 
black Square. The black King upon the 


fourth white 8 8 uare: Oppoſite to each other. 
The white Queen 15 be upon the fourth 
white Square, on the Left of her King. The 
black Queen upon the fourth black Square, on 
the Right of her King. 
The Biſhops muſt be placed on each Side of 
the King and Queen. 
The Knights muſt ſtand on each Side of the 
F Re N 
1. The Rooks in the two Corners of the Board, 
. to the Knights. ; 
The eight Pawns, to be placed upon the 
eight Squares of the ſecond Line. 
The Pieces, and Pawns, on the Side of. the 
King, take their Names from him, as thoſe on 
the Vide of the Queen do from her, and are 
called the Pawns of the Biſhop of the King, 
or of the Biſhop of the Queen, &. 
The Squares are named from the Pieces, vis. 
9-9 10 5 | 1 4 
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Where the King ſtands is called the Square of 
the King; where his Pawn ſtands is called the 
fecond Saure of the King; that before the 
Paw is called the third Square of the King; 
that beyond it is called the fourth 4 K of the 


King, and ſo of all the teſt. 


The King moves every Way, but only one 
Square Ka 

The King may leap once in the Game, ei- 
ther on his own Side, or on the Side of his 
Queen, (viz. The Rook is moved into the next 
Sar to the King, and the King moves to 
the Square on the other Side of him, which is 
alſo called caſtling :) Provided nevertheleſs no 

Piece is bet nch and the Rook; nor after 
this Rook hath been moved; nor after the King 
hath been moved; nor when the King is in 
check; nor when the Square, over which he 
means to leap, is viewed by an adverſe Man, 
who would check him in his Paſſage.” © 

The Kings muſt always be one Square di- 
Kant from each other. 

The Queen hath the Move of the Rook, 
and the Biſhop. She moves in a ſtrait Lise, 
and alſo angularly. | 
The Biſhops move only. auge | 

The Knights move obliquely, upon every 
third Square, including that which they ſtood | 
on, from black to White, and from white * 
black, over the Heads of the Men. 

The Rooks move in a Tight Line. 


7 


A Pawn moves in-aftrait Line forward, and TE 


H 6 takes | 


194 it 
| 0 
349 
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takes the Enemy angularly. He may be moved/ 


two Squares the firſt Move. 


If the Square over which your Pawn 1 5 
is viewed by a contrary Man, that Man may 
take the Pawn in his Paſſa ge, and then he 


muſt place himſelf in the Square over which the 


Fawn leaps. 
After the firſt Move, a Pawn can PP move 


one Square at a Time. All the reft ny the | 


Men move forward or backward. 
When a Pawn gets at the Head of the Board 


upon the firſt Line of the Adverſary, he may 


be 75 for any one of the Pieces, which your 
have lo 


in the Courſe of the Game. 
The Men take the Adverſary's Men, who 
ſtand in their Way, provided the Road lies open 


to them; or they may refuſe it if they think 
Proper. 5 


You muſt ſet down your Man in the ſame 
Square in which you take the contrary Man. 

The Men can move the whole Length or 
Breadth of the Board, or from one Angle to the 
other, except the King, Kaights, and Pawns. 

When the Adverſary King is in a Situation 


to be taken by you, you muſt ſay * Check to 


him ; by which you give him Warning to de- 
fend himſelf, either by changing his Place, or 
by covering himſelf with one fy his own Jer 


or by taking the Man who aſſaults him: If he 


can do none of theſe Things, he is check-mated. 


The King cannot change his Nane if * | 


9870 ſo "apy goes into Check, 


- * * 


+ we — 2 — 


fore the 
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When the King bas no Man whom he can 


play, and is not in Check, yet is ſo blocked 
up that he cannot, move without going into 
Check; this Poſition is called a Stale- Mate. 
In this Caſe the 1 * is ſtale-mated wins 
the Dame. 27181 | 
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7 By Mr. HOYLE. 


— — — 
. O ought, te mog your 8 before 
7 you {tir your Pieces, and afterwards'to 
bring out your Pieces to ſupport them; there- 
Kin ngs, Queens, and Biſhops Pawns 
ſhould be the e frſ Playad, i in er to 2 Four 
Game well. 131 i 1 
II. You are not, therefore, to play out any of 
your Pieces eariy- in the Game, becauſe, you 
thereby loſe Moves, in caſe your Adverſary has 
it in his Power, by playing a Pawn,upon them, 
to make them retire, and alſo opens his Game 
at the ſame Time; eſpecially avoid playing 


your Queen out, vill your Game is talerably 
well opened. 


III. Avoid giving uſeleſs Checks, and never 


give any, unleſs: you thereby[gain ſome, Advan+ 
tage, becauſe you may loſe the Move if he can 
eicher take or drive your Piece away. 


IV. Never 


CY 
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IV. Never erowd your Game by having too | 
many Pieces together, for fear of choaking u 
2 Paſſage, ſo as to hinder your advancing 
r retreating vour Men“ as ONE may re- l 
Fame eee : 
V. If your Game happens to be erowded, 
endeavour to free it by making Exchanges of 
Pieces or Pawns, and caſtle Four OE as ſoon. 
as you conveniently can. 
VI. Endeavour to crowd the Adverſary' 
% Game, Which is to be done thus : When he 
plays out his Pieces before he does His Pawn, 
you are to attack them as ſoon as you can with 
our Pawns, by which you may make him loſe 
loves, and conſequently crowd him. 
VII. Never attaek the Adverſary's s King 
without a ſufficient Force ; and if he attacks. 
King, and you have it not in your Power 
to attack his, you are to offer Exchanges with 
him; and if he retires, when you preſent a 
Piece to exchange, he may loſe a Move, and 
conſequently you gain an Advantage. 
VIII. Play your Men in fo good Guard of 
one another, that if any Man you advance be. 
the adverſe Piece may alſo be taken by 
that which guarded yours; and for this Purpoſe, 
de ſure to have as many Guards to our Piece, 
as you ſee your Adverfary adyances Pieces u 
it; and if you can, let them be of leſs Value 
than thoſe he aſſails with. If you find that yon 
can't well ſupport your Piece, ſee if, by attack- 
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your Adverſary's laſt Move; nor 2 


be able to do you by his next Moves, in Conſe- 
quence of yours, that you may prevent his De- | 


Adverſary 
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ing one of his that js better, or as good, whether 
you can't thereby ſade your s. 
IX. Never make an Attack but when well 


prepared for it, nor give uſeleſs Checks, for 
N N you open your Adverſary s Game, an 
make him ready prepared to pour in a ſtrong 
Attack upon you, as ſoon as us weak one is 
over. 


X. Never play any Man till you nere 
mined whether you are free from 8 


till you have conſidered at — | 


ſigns, if hurtful, before it be too late. 
XI. When your Attack is in a proſperous 


Way, never be diverted from purſuing your 


Scheme (if poſſible) on to giving him Mate, 
by taking any Piece, or other Advantage, your 
may purpoſely throw in ydur Wa 
with the Intent, that by your taking that Bait, 
he might gain a Move a would make your 
Deſign miſearry., - 8 

XII. When you are parſlüng a well-laid At- 
tack, but ſind it neceſſary to force your Way 
through your Adverſary's Defence, with _ 
Loſs of ſome Pieces; if, upon counting as man 
Moves forward as you can, you find a Pro 
of Succeſs, ruſh on boldly, and facrifice a Piece 


ot two to gain yout End: TRY Worn _— 


br the 


Games. 
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XIII. Never let your Queen ſtand ſo before A 


our King, as that your Adverſary, by bringi 
G Rook 5 Bihop, might ee 15 ii 
ſhe were not there, fot you might hardly change 
to ſave; her. | 
XIV. Let not your Adverfary? s Knight Y 
pecially if duly guarded) come to check your 
King and Queen, or your King and Rook, or 
your Queen and Rook, or your two Rooks, at 
the ſame Time; for in the two firſt Caſes, the 
King being forced: to go out of Check, the 
Queen or the Rook muſt be loſt ;- and 55 the 
two laſt Caſes, a Rook muſt be loſt, at beſt, for 
-2 worſe Piece. 
XV.. Take Care that no > axkandec] Pom of 
your Adverſary's fork two of your Pieces. 
XVI. When the Kings have caſtled on dif- 


ferent Sides of the Board, the Adverſary muſt / 


advance upon the other King the Pawyns he has 
on that Side of the Board, taking Care to bring 
his Pieces, eſpecially his Queen and Rooks, to 
ſupport them; and the. King that has called, 
is not to ſtir his three Pawns till forced to it. 
XVII. In playing the Game, endeavour to 
have a Move as it were in Ambuſcade; what 
is meant by it is, to place the Queen, Biſhop, 
or Rook behind a Pawn, or a Piece, in ſuch a 
Manner, as that upon playing that Pawn, or 


Piece, 3 diſcover a Check upon your Adver- 
ing, and conſequently may often get a 


far v's. 
Piece, or ſome other Advantage by it. 

XVII. Never — an inferior Piece with 

a better, 
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a better, if you can. do it with a;Pawny becau 
that better Piece may in that Caſe be, as it 
were, out of Play; for the ſame Reaſon, you 
ought not to guard a Pavn with a Piece, if you - 
haye it in your Power to guard it with a Pawn, 
XIX. A Pawn paſſed, and well ſupported, 
often coſts. the Adverſary a Piece, And if you 
play to win the Game only, whenever you have 
gained a Pawn, or anycother Advantage, and 
are not in Danger of lohkag the Move thereby, 
make as frequent Exehanges of Pieces as you can. 
XX. If you have threes Fayyns each upon the 
Board, and no Piece, and you have one or 
your Pawns on one Side of the Board, and 
the other two on the other Side, and your 
Adverſary's three Pawns. are oppoſite to out 
two Pawns, march with your King, as ſoon as JJ 
you can, to take his Pans ; and if her goes 
with his King to ſupport them, g on to Queen 
with, your ſingle Pawns, and if he goes to hin- 
der him, take his Pawns, and puſh the others 
to Queen. This ſhews the Advantage of a 
paſs'd Pawn. _ i eee | 
XXI. At the latter End of à Game, each 
Party having only three or four Pawns on dif- 
ferent Sides of the Board, the Kings ate to en- 
deavour to gain the Move, in order to Win the 
Game. For Example: If you bring your King 
oppaoſite to your Adverſary:s Rings. with only 
one Houſe. between you, you willfhave gained 
1 the: M ER! 8 
h XXII. When your Adverſary has his = 
8 N 7 Al 


with your 
one. 
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and one'Pawn on the Board, and you hape 
your King only, you will never loſe that Game, 
if you can bring your King to be oppoſite to 
your Adverſary's, when he is immediately either 
before, or on one Side of his Pawn, and there is 
_ one Houſe between the Kings. 
XXIII. When your Adverſary has a Biſhop 
and one Pawn on the Reok's Line, and bis R. 
ſhop is not of the Colour that commands the 


f . Corner-tuolife his Pawn is going" wo and You 


- have only yeh⁰fr King, if you can get inte that . 
Corner you cant del war N ed but may vin 
vit by Ch tale. & 1 45 
XXIV. When you have greatly the Diſad. 
vantage of the Game, having only your Queen 

left in Play, and your King happens to de in 

the Poſition of Stale-Mate, keep giving Check 
to your Adverſary's King, always taking cate 
not to check him chere be can interpoſe any 


of his Pieces that make the Stale; ſo doing, 


you will at laſt force him to take your Queen, 
and then you win the Game, by being: in a 
Stale-Mate. 


XXV. Never cover a Check with A piece that 


-a Pawn puſh'd upon it may take, . fear df 


only getting that 'Pawn'for it. 

XXVI.  Alagays take care that eur Adver- 

ſary's King has a Move, for fear of glving a 

Stale-Mate; therefore don't crowd him up 
ber leſt you inadvertent ty give 


8 E Plana 


* 
— 
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Explanations and Applications of fome of the fort- 
going RULES and OBSERVATIONS, 
, V 7 HETHER you play the open Game, 
: or the Kt 4 4 be oe you bring 
out all your Pieces into Play before you begin 
to attack, for if you don't, and your Ad- 
verſary does, you will always attack, or be at- 
 tack'd, at a great Diſadvantage: This: is ſo 
eſſential, that you had better forego an Ad- 
vantage than deviate. from it; and I may ven- 
ture to pronounce, that no Perſon can ever 
play well at this Game, that does not 75 this 
Rule ſtrictly in Practice; and don't let any 
Body imagine, that theſe preparatory Moves 
are uſeleſs, becauſe he does not receive an im- 
mediate Advantage from them; they are juſt 
as neceſſary, as it is at Whiſt to deal thirteen 
Cards round before you begin to play. In or- 1 
der to bring out your Pieces properly, I would N = 
adviſe to puſh on your:Pawans firſt, and ſupport / | 
them with your 7 and you will receive 
this Advantage from it, that your Game wont 
be crowded: I mean by this, that all your 
Pieces will be at Liberty to play and aſſiſt each 
other, and ſo co- operate towards obtaining your 
End; and this farther is to be obſerved, that, 
either in your Attack, or Defence, you bring 
them out ſo as not to be drove back again. 
II. When you have brought out all your 3 
Pieces, as I have premiſed, which you will 2 ; 
. One 


— 


164 The GAME of CHESS. 


done very well, eſpecially if you have your 
Choice on which Side to caſtle-(which I would 
always adviſe todo) I would then pauſe a while, 
and conſider thoroughly my own. and my Ad- 
verfary's Game, and from his Situation, and 
obſerving where he is weakeſt, I would not 
only take my Reſolution where to caſtle, but 
| likewiſe where to begin my Attack; and it 
' ſtands to Reaſon you can't do it in a better 
Place than where you are ſtrongeſt, and your 
Enemy weakeſt. By this Method, it is very pro- 
bable that you will be able to break through 

our Adverfary's Game, in which Fray ſome 


* 


now pauſe again, and ſurvey both Games at- 
tentively, and don't let your Impetuoſity hurry 
you on too far with this firſt Succeſs z and my 
Advice to you now in this critical Junctuie 
(eſpecially * if you ſtill find your Adverſary 
pretty ſtrong) is to rally your Men again, and 
put them in good Order for. a ſecond or third 
Attack, if needful, ſtill keeping your Men 
cloſe and connected together, ſo as to be of 
Uſe to each other : For want of this Method, 
and a little Coojneſs, J have often ſeen an al- 


Hands, and a total Overthrow enſue. But if, 
after all, you can't penetrate ſo far as to win 
the Game, nevertheleſs, by obſerving theſe Di- 
rections, I apprehend you may ſtill be very ſure 
of having a well-diſpoſed Game ; and this brings 


— 


ieces muſt of Courſe be exchanged. But 


moſt ſure Victory ſnatched out of a Player's 


me 


- 
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me to the third Part of the Game, which is the 
Concluſion. 3 "TODO BRIE GD 1 0 = 

III. And now that I am come to the laſt Pe- 
riod of the Game, which abounds alſo with Dif- 
ficulties and Niceties, it muſt be obſerved; .. 
where your ' Pawns are ſtrongeſt, beſt con- 
nected together, and neareſt to Queen; you 
muſt likewiſe mind how your Adverfary's Pawns 
are diſpoſed, and in what Degree of Pre- 
ferment they are; and compare theſe Things 
together; and if you find you can get to Queen 
before him, you muſt proceed without Heſita- 
tion; if not, you muſt hurry on with your 
King to prevent him: I ſpeak now, as ſup- 
poſing all the Noblemen are gone; if not, they 
are to attend your Pawns, and likewiſe to pre- 
vent your Adverſary from going to Queen. 


Same general Ru LES, by a of Corrahoration I: 
and Supplement to what has been already ſaid. Þ 


E D9eNr be too much afraid of loſing a- 
Rook for an inferior Piece: My Reaſon ' 
is this; although a Rook is better than any I 
other, except the Queen, yet it ſeldom comes 1 
into Play, fo as to operate, until the End of tbe . 
Game; and therefore it happens very often, that | 
it is better to have a leſs. good Piece in Play 
than a better u t; OI ga WES 
II. When you have moved a Piece, fo that 1 
your Adverſary drives you away with a Pawn, 
take it for granted (generally ſpeaking) that 
* e it 
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it is a bad Move, your Enemy gaining that 


double Advantage over you of advancing. him- 
ſelf, and making, you retire: I think this de- 


ſerves Attention; for although the firſt; Move 


may not be much, between equal and good 
Players, yet the Loſs of one or two more, after. 


the firſt, makes the Game almoſt irretrievable,. 


Alſo, if you defend and can recover the Move, 
or the Attack (for they both go together) you 
are in a fair Way of winning. f 
III. If you make ſuch a . as that, hay- 
ing Liberty to play again, you can make. no- 
thing of it, take it for granted it is an exceed» 
ing bad one; for at this nice Game no Move 
can be indifferent. 


IV. If your Game is ſuch, that you have. 


ſcarce any Thing to play, tis your own Fault, 
either for having brought out your Pieces 


wrong, or, which is worſe, not at all; for it 
you have brought them out right, you muſt 


have Variety enough to play. 


V. Don't be too much afraid of doubling a 2 


Pawn ; three Pawns together are ſtrong, but 
four, that make a Square, with the Help of 


other Pieces well managed, make an invincible: 
Strength, and probably, in Time of Need, may 


> radar you a Queen: On the other Side, two 


awns, with an Interval between, are no better 
than one; and if, imprudently, you ſhould have 
three over each other in a Line, your Game 
can't be in a worſe Situation: Examine this on 
the Table, and the Truth of it will ſtrike you. 


Your 
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hat BK Your Buſineſs, therefore, is to keep your Pawns 
im- cloſe cemented and connected together, and it 


de- muſt be great Strength on the other Side that 
ove can overpower them. Par By 
ood VI. When a Piece is ſo attacked as that you 
fter cannot ſave. it, give it up, and beſtow. your 
ble. Thoughts how-to annoy. your Enemy in ano- 
we, ther Place, whilſt he is taking it; for it very 
you often happens, that whilſt your Adverſary is 
running madly. after a Piece, you either get a 
lav- Pawn or two, or ſuch a Situation as ends in his 
no- Deſtruction. F 
ed VII. Suppoſing your Queen and another 
ove. Piece are attacked at the ſame Time, and that 
by removing your Queen you muſt Joſe your. 
ave. Piece: in this Caſe, if you can get two Pieces. 
ult, in Exchange for your Queen, r would adviſe 
eces you rather to do it than retire; for obſerve, tis 
r if. the Difference of three Pieces, which is more 
nuſt than the Worth of a Queen; beſides that you, 
keep your Game entire, and preſerve your Si- 
g 2 tuation, which very often is better than a 
but Piece; nay, rather than retire, I would give my 
p of Queen for a Piece, and a Pawn or two, nay, al- 


ible: Wl moſt for what I can get; for do but obſerve, - 
amongſt good Players, this one Thing, (to con- 
vince you this Advice is not bad) that when the 
Attack and Defence is thoroughly formed, and 
every Thing prepared for the Storm, if he that 

plays firſt. is obliged by the Act of the Perſon 
that defends to retire, it generally ends in the 
Loſs of the Game of the attacked Side. 
| FEY VIII. Don't 


3 
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VIII. Don't aim at changing without Rea.” 
ſon ; 'tis ſo far from being right, that a good 
Player will take this Advantage of it, thie he 
will ſpoil your Situation, and mend his own: 
But in theſe following Caſes *tis quite right; 
when you are Nrongelf, eſpecially by a Piece, 
then every Time you change, your Advantage 
increaſes; this is ſo plain it needs no Argument. 
Again, when you have played a Piece, and 
your Adverſary oppoſes one to you, change di- 
rectly, for it is plain he wants to remove you; 
prevent him, therefore, and don t loſe the 
Move. 

IX. Every now and cet I would have you 
caſt up your Game, and make the nen chen 
take your Meaſures accordingly. © 

X. At the latter End of the Game: edel 
cially, remember your King i is a capital Piece, 
and don't let him be idle; 'tis by his Means, ge- 
7 ou get the Move and the Victory. 

Gblerve this alſo, that as the Queen, 
Rook and Biſhop operate at a Diſtance, tis not 
always neceſſary in your Attack to have them 
near your Adverſary s King; they do better at 
a Diſtance, can't be drove 2 and e 
a Stale-Mate. N 

XII. When you have a Piece thin you can 
take, and that can't eſcape you, don't be in 4 
Hurry ; fee where you can make a good Move 
elſewhere, and take it at your Leiſure. 

XIII. Tis not always right to take your Ad- 
verſary s Pawn with your King, for very often 

it 
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it ms 0 to be a ' Safeguard and ProteCtion to 


our K 
7 XIV. nen you can take a Man with dif- 
ferent Pieces, don't do it with the firſt that oc- 
curs, but conſider thoroughly with which oo 
had beſt take 1 it. 


Laws at CHESS. 


I, 1 F you touch your Man you muſt play it, 
and if you quit it you cannot recall it. 
II. If by Miſtake, or otherwiſe, you play a 
falſe Move, and your Adverſary takes no No- 
tice of it till he hath played his next Moye, nei- 
ther of you can recall it. ) 
III. If you miſplace your Men, and play two 
Moves, it Vieth in your Adverfary's Power, ot 
Choice, Whether he will permit you, te to begin 
the Game, or not. 
IV. If the Adverſary playeth or diſcovereth a _- 
Check to your King, and gives no Notice f ; 
it, you may Jet him ftand fo rin Mo” Sives 5 'B 
Notice. 15 


FREY" ? 
e 


V. After your King has moved, Pap cannot 
caſtle. TER —_—_— 


CO 
© * 
4 - 
* f — 
p * 
* 1 bk 4 + 
— 
by 
* 


2-1 N-T-R © DU C-T- TON 

C434 , TO a tt 5 '2 N N 
GAME' or BACK-GAMMON; 
_ With the moſt approved Method of playing at it, f 


2A I. 7 

HTS Game is played by two Perſons 

1 upon a Table divided into two Parts, 
upon which there are twenty- four black and 
white Points. Each Adverſary has fifteen Men, 
black and white, to diſtinguiſn them, and are 
diſpoſed of thus: Suppoſing you play into the 
Right-hand Table, two upon the Ace- Point 
in your Adverſary's Table, five upon the Six- 
Point in the oppoſite Table, three upon the 
Cinque-Point, in the hithermoſt Table, and 
five on the Six- Point in your own Table. 
The grand Object is to bring the Men round 
in your own Table; all Throws that contribute 
towards it, and prevent your Adverſary doing 
the like, are advantageous, and vice verſa. T he 
firſt beſt Throw upon the Dice is eſteemed 
Aces, as it ſtops the Six-Point in the outer 
Table, and ſecures the Cinque in your own, 
whereby your Adverſary's two Men upon your 
Ace-Point cannot get out with either Quatre, 
Cinque, or Six. Wherefore this Throw is an 
Advantage frequently aſked and given between 
Players that are not equally ſkilful. 1555 
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"CHAP... 1: 

„ E GC AU 8 it is neceſſary for 2 Leng 
to know, how many Points he ought to 
throw upon the two Dice, one Throw with 
another, we ſhall take the following Method to 
demonſtrate it. 

ExAMrLE. I would know how many Chan- 
ces there are upon two Dice? 

The Anſwer is thirty-ſix. 
I would alſo know how many Points there 
are upon the Thirty-ſix Chances ? | 

The Anſwer to which take as follows : Via. 


2 Aces — 4 | and 4 twice 18 

2 Deuces — 85 and 3 twice 16 

2 Trois — 12 3 and 2 twice 14 
2 Fours, — 165 and 1 twice 12 
2 Fives — 20 4 and 3 twice 14 


2 Sixes- . . 24 | 4 and 2 twice bh © 
6 and 5 twice * 1 4 and i twice ro ny 
6 and 4 twice 203 and 2 twice 160 
6 and 3 twice 18 3 and 1 twice \& 
6 and 2 twice 16 | 2 and 1 twice = - © 
6 and 1 twice « "Th 5 enn. ; 


Divided by 6f wk =, 


$4 


294 "dividel by 46 Ala the Oefen; ; by 
which it appears, that one Throw with another 
you may expect to throw 8 upon two Dice. 

12 I would 
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I would know how many Chances there are 
upon 2 Dice ? do 
The Anſwer is 36, which are as follows: 


N 


2 Sixes — rx | and 4 twice 
2 Fives — 1. 5 and 3 twice 
2 Fours — 1 5 and 2 twice 
2 Trois — 1|* 5 and 1 twice 
2 Deuces — 1x | 4 and 3 twice 
* Aces — 1| 4 and 2 twice 
6 and 5 twice 2 | * 4 and 1 twice 
6 and 4 twice 2] 3 and 2 twice 
6 and 3 twice 2 | * 3 and 1 twice 
6 and 2 twice 2 | * 2 and 1 twice 
* 6 and 1 twice 2 | | =_ 
| 36 


Becauſe a Learner may be at a Loſs to find 
out, by this Table of. 36 Chances, what are the 
Odds of being hit, upon a certain, or flat Die, 
let him take the following Method, 

ExAMPLE. To know the Odds of being hit 
upon an Ace ? | | 3 

Look in the Table, where you will find thus 
* marked, . 
* 2 Aces 1 | * 3 and i twice 2 
* 6 and 1 twice 2 | * 4 and 1 twice 2 
* 5 and 1 twice 2 | * 2 and1 twice 2 


” Total .11 
Which deduQed from 36 


The Remainder is 25 


522 1 Big. 
2 s D 
To enter it 
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By this Method it appears, that it is 25 tœ 11 


The like 


againſt bieting an Ace, upon a certain, orflat Die. 
ethod may be taken with any 


other flat Die, as you have ſeen with the Ace. 
I would know what are the Odds of entering 


a Man upon 1, 2, 3, 4, or 5 Points? 


Anſwer. 


for, againſt, 


upon 1 Point is 11 to 259 
upon 2 Points 20 16 3 


upon 3 Points 27 9 2 


upon 4 Points 32 41 = 
upon 5 Points 35 1 
1 would know what are the Odds of hittin 
with any Chance, in the Reach of a ſingle Die! 


1 hit 


© 


Reduced. 
er. againfd. 
4 tt. 9 
5 0 4 
E 40-4. 
| fo Il 

| I 


7 


Anſwer. Reduced. 

| for. againſt, for. again. 
upon 1 is 11 to 251 £4 to 9 
upon 1 12 24311 co 2 
upon 3 14 ' 22 $2. Ja. to 3 
upon 4 15 21 J to 7 
upon 5 15, 21] © 5 to 7 
upon 6 17 19 81 to 92 


I would know what are the Odds of hitting 


To hit 
A. cad} 


5 


Anſiuer. 

| Fer. ap 
upon 7 is 6 to 30 
upon 8 8 
upon g gi 
Upon i?! 
upon 11 2 
upon 12 (or 2 6's)1 


with double Dice? which are as follows : . 
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To explain farther to a Learner how to make 
aſe of the Table of 36 Chances, when at a'Lofs: 
to find the Odds of pony, hit upon any certain 
or flat Die, this ſecond Example is here added 
to ſhew how to find by that Table hh Cor 
bring. hit upon a 6. 

2 Sixes — 1 15 6 and: 3 Wlice 1.0” 
2 Trois — 1 6 and 2 twice 2 
2 Deuces — 1 6 and t twice 2 
2 a 
2 


6 and 5 twice 5 and 1 twice 2 
© and 4 twice 4 and 2 twice "A 


1 7 
Which deducted from 36 


t Remainder i b 

By the fornghi ng Example it is evident, that 

it is 19 to 17 againſt being hit upon a 6. 
The Odds of 2 Love is about 5 to 2. >, 


and of 2 to 1 1 
eee = @ Lore | 3; . 
| CHAP. II. | 


1.1 you play three up at Back- een) your 
principal View, in the firſt Place, is, either 
to ſecure your own or your Adverſary' s Cinque» 
Point; when that is effected, you may play a 
pulhing Game, and endeavour to 8 your 
Adverlary, 
II. The next beſt point (after you have 
gained your Cinque. Point) is to make our 
— arr- 
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Barr-Point, thereby preventing your Adverſary's 
running; with 2 Sixes,/. 7 0 HD 32S, 
III. After you have proceeded-thus far, you 

are, in the next Place, to prefer the making 
your Quatre-Point in your on Lables, rather, 
than the Quatre-Point out of tgem. 

IV. Having gained theſe Points, you have a 
fair Chance to gammon your Adverſary, if he 
is very forward: For, ſuppoſe his Tables are 
broke at home, it will be then your Intereſt to 
open your Barr-Point, and to ablige him to 
come out of your Tables with a 6; and having 


- 


our Men ſpread, you not only may catch that 
2232 your Adverſary brings out of your 
Tables, but you will alſo have a Probability of 
taking up the Man left in your Tables, (upon 
Suppoſition that he had two Men there.) And 
ſuppoſe he ſhould have a Blot at home, it will 
then be your Intereſt not to make up your 
Tables; becauſe, if he ſhould enter upon a 
Blot, which you are to make for the Purpoſe, 
* will have a Probability of getting a third 
an; which, if accompliſhed, will give you, at 
leaſt, 4 to 1 of the Gammon; whereas, if you 
have only two of his Men up, the Odds is in 
his Favour that. you do not gammon him. 
V. If you play for a Hit only, 1 or 2 Men 
taken up of your Adverſary's, makes it ſuter 
than a greater Number, provided that your 
Tables are made up. . 9.4 i 
VI. DixeeTIONs how to carry your Men home. 
When you carry your Men home, in order 
| 4 to 


wo 
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to loſe no Point, you are to carry the . moſt 
diſtant Man to your Adverſary's Harris 
that being the firſ} Stage you are to place it on; 
the next Stage is 6 Points farther, viz. in the 
Place where your Adverfary's 5 Men are firſt 
placed out of his Tables; the next Stage is 
upon the ſixth Point in your Tables. This 
Method is to be purſued till all your Men are 
brought home, except 2, when by loſing: a 
Point, you may often ſave your Gammon, by 
putting it in the Power of 2 Fives,-or 2 Fours 
to ſave it. | 18 . 
VII. If you play to win a Hit only, you are 
to endeavour to gain either your own or your 
Adverſary's Cinque Point; and if that fails, by 
your being hit by your Adverſary, and you 
find that he is forwarder than you, in that Caſe 
you muſt throw more Men into his Tables. 
The Manner of doing it is thus: Put a Man 
upon your Cinque or Barr- Point, and if your 
Adverſary neglects to hit it, you may then gain 
a forward Game inſtead of a back Game; but 
if he hits you, you muſt play for a back Game, 
and then the greater Number of Men which 
. are taken up, makes your Game the better, be- 
cauſe. you will, by that Means, preſerve your 
Game at home; and you mult then always en- 
deavour to gain both your Adverſary's Ace and 
Trois Points, or his Ace and Deuce Points, and 
take Care to keep 3 Men upon his Ace Point, 
that if you chance to hit him from thence, that 
Point may remain ſtill ſecure to you. 
| VIII. At 
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VIII. At the Beginning of a Set do not play 
for a back Game, becauſe by ſo doing you 
would play to a great Diſadvantage, running 
the Riſk of a Gammon to win a ſingle Hit. 


'DiREcTIONs for playing, at ſetting out the 
36 Chances of the Dice, when you are ta play 
for a Gammon, or for a ſingle Hit. 0 


I. T WO Aces, to be played on your Cinque- 
Point, and Barr-Point, for a Gammon 
or for a Hit. 0 
II. Two Sixes, to be played on your Adver- 
ſary's Barr- P dint, and on your own Barr-Point, 
for a Gammon, or for a Hit. - 
III. * TWO Trois, two to be played.on-your 
Cinque-Point, and the other two on your I rois- 
Point in your own Tables, for a Gammon only. 
IV. + Two Deuces, to be played on your 
Quatre-Point in your own. Tables, and two 
to be brought over from the five Men placed in 
your Adverſary's Tables, for a Gammon only. 
V. + Two Fours, to be brought over from 
the five Men placed in your Adverſary's Tables, 
and to be put upon the Cinque-Point in your 
own Tables, for a Gammon only, _ © 
VI. T wo Fives, to be brought over from the 
hve Men placed in your Adverfary's Tables, and 
to be put on the Frois-Point in your own 
Tables, for a Gammon, or for a Hit. 
VII. Size-Ace, you are to Ee you Barr- 
Point, for a Gammon, or for a Hit. | 


45 VIII.  Size- 
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VIII. Size- Deuce, a Man to be broug ht from 
che five Men placed in your Adverſary's T ables, 
and to be placed on the Cinque-Point in your 
own Tables, for a Gammon, or for a Hit. 

IX. Six and three, a Man to be brought 
from your Adverſary's Ace-Point, as far as he. 
will go, for a Gammon, or for a Hit, | 

X. Six and Four, a Man to be drought from 
your Adverfary's Ace- Point, as fat as he wilt go, 
for a Gammon, or for a Hit. 79 

XI. Six and Five, a Man to 8 ſtom 
your Adverſary's Ace-Point, as far as he can 
0% for a Gammon, or for a Hit. 

XII. Cinque and Quatre, a Man to ve c 
ried from your Adverſary $ Ace: Point, as: wed As 
he can go, for a Gammon, or for a Hirt. 

XIII. Cinque-Trois, to. make the Trois 
Point in your Table, for a Gammon, or for 2 Hit. 

XIV. Cinque - Deuce, to play two Men from 
the five placed in your Adverſary's Tables, for 
a Gammon, or for a Hit, 

vY >.» Cinque-Ace, to bring one Man kroch 
the five placed in your Adverfary s Tables for 
the Cinque, and to play one Man down on the 
Cinque- Point in your own Tables for the Ack, | 
for a Gammon only. 

XVI. Quatre- Trois, two Men to de bropht 
from the five placed in your Adveriary's Tables, 
for a Gammon, or for a Hit. 

XVII. Quatre-Neuce, to make the Quatre- 
Point in your dyn Tables, for a Ganimon, or 


fox A Hit. 
XVIII. - 
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XVIII. + Quatre-Ace, to play a Man from 
the five placed in your Adverſary's Tables for the 


Quatre, and for the Ace to play a Man down 
upon the Cinque-Point i in "oO own Tables, for 


a Gammon only. 


XIX. Trois-Deuce, two Men to be brought 


from the five placed in your Adverſary's I ables, 


for a Gammon only, _ 
XX. Trois-Ace, to make the Cinque-Point | 
in your own Tables, for a Gammon, or for a 
Hit. 
XXI. * Deuce-Ace, to play one Man from 
the five Men placed in your Adverſary's Tables 
for the Deuce ; and for the Ace, to playa Man 
down upon the Cinque-Point in your own 


Tab! es, for a Gammon only. 


C HAP. IV. 
Disc rions how to play the Chances that are 

8 thus (*) when you are only to oy for 

Hit. | 
„TW Trois, two of them üre to be 
played on your Cinque- Point in your 
own Tables, and with the other two you are 
to take the Quatre-Foint in your Wen $ 
Fables. 

II. + Two Deuces, two of them are to be 
played on your Quatre-Point in your own 
Tables, and with the other two you are to take 
the T'rois- Point in your Adyerſary's Tables. 

The two foregoing Caſes are to'be played in 
this Manner, for this Tas viz, That there- 

| 6 
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by you avoid being ſhut up in your Adverfary's 
Tables, and have the Chance of throwing high 
Doublets to win the Hit. © Wa 

III. * Two Fours, two of them are to take 
your Adverſary's Cinque-Point in his Tables; 
and for the other two, two Men are to be 
brought from the five placed in your Adverfary's 
Tables. p 155 

IV. * 1. Cinque - Ace, play the Cinque from 
the five Men placed in your Adverſary's Tables, 
and play the Ace from your Adverſary's Ace- 
Point. | | | 

V. * 2, Quatre-Ace, play the Quatre from the 
five Men placed in your Adverſary's Tables, 
and play the Ace from-the Men on your Ad- 
verſary's Ace-Point. ; _ =o 

VI. * 3. Deuce-Ace, play the Deuce from the 
five Men placed in your Adverſary's Tables, 
and play the Ace from your Adverfary's Ace- 
Point. 

N. B. The three laſt Chances are played 
in this Manner, for the following Reaſon: 
By laying an Ace down in your Adverſary's 
Tables, you have a Probability of throwing 
Deuce-Ace, Trois-Deuce, Quatre-T rois, or 
Size-Cinque, in two or three I hrows; in any 
of which Caſes you are to take a Point, which 
gives you vaſtly the better of the Hit. 

You may obſerve, by the Directions given 
in this Chapter, that you are to play g Chances 
out of the 36 in a different Manner, for a ſingle 
Hit, to what you would do when playing for a 
Gammon, | In 
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In this, and the foregoing Chapter, plain 


Directions are given, how, at ſetting out, to 


play all the Chances on the Dice, either for a 


Gammon, or a fingle Hit; but it is impoſſible to 


give full Inſtructions for the whole Progreſs of 
the Game; all that can be done towards help- 
ing a Learner, is to communicate ſome Ober- 
vations, Hints, and Cautions, which, if attended 
to, may be of Ule to him. . 4x | 


CHAP. v. | 
Some OBsERVATIONS, HINTS, and CAUTIQNS. 


J. BY the Directions given to play for a Gam- 
mon, you ate voluntarily to make fome 


Blots, the Odds being in your Favour, that they 


are not hit; but ſhould it ſo happen, that any 
Blat is hit, as in this Caſe you will have three 


Men in your Adverfary's Tables, you muſt then 


endeavour to ſecure your Adverſary's Cinque, 
Quatre, or Trois-Point, to prevent a Gam- 
mon, -and muſt be very cautious how you ſuffer 
your Adverſary to take up a fourth Man.. 

II. Take Care not to crowd your Game at 


| any Time, if poſſible. What is meant by crowd- 


ing a Game, is the putting many Men either 
upon your Trois or Deuce-Point in your own 
Tables; which is, in Effect, loſing of thoſe 
Men, by not having them in Play. 

Beſides, by crowding your Game, to at- 
tempt to ſave a Gammon, you are often gam- 
moned; becauſe, when your Adverſary finds 
your Game open, by being crowded in your 

_ own 


- 


23 
* 


182 The GA of BACK- GAM MON. 
own Tables, he may then play his Game a as he 
thinks fit. 

III. By Recourſe had to the Calculations 
you may know what are the Odds of your en- 
tering a ſingle Man upon any certain Number 
of Points, and by that Means you may play 
your Game accordingly. 

IV. If you are obliged to leave a Blot, by Re- 
courſe had to the Calculations for hitting it, 
you will find the Chances for and againſt you; 
and conſequently you will be enabled to judge 


' how to play your: Game to the greateſt Ad- 


Vantage. 
V. Vou will alſo find by the Calculations, 
the Odds for and againſt you, upon being hit by 


double Dice, and conſequently you will . have 


it in your Power to chuſe fuch a Method of 
Play as is moſt to your Advantage. 

VI. If it is neceſſary to make a Run, in ardes 
to win a Hit, and you would know to. a Point 
which is forwardeſt, your Adverſary or you, 
take the following Method: | 
Begin with reckoning how many Points you 


muſt have to bring home to your Size-Point 


in your own. Tables, the Man that is at the 
greateſt Diſtance from it, and do the like by 
every other Man that is abroad; when the 
Numbers of thoſe Abſentees are ſammed up, 
add to them the following Numbers for thoſe 
already in your own Tables (ſuppoſin the: 
Men that were abroad as on your Size- Sine 
for bearing) namely, fix for every Man on the 


Its Er ae a” ads a a RX 


' Sizes 
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Size-Point, five for every Man on the Cinque- 
Point, four for every Nian on the Quatre- 
Point, three for every Man on the Trois-Point, 
two for every Man on the Deuce-Point, and 
one for every Man on your Ace-Point. Do 
the like to your Adverſary's Game, and then 
you will know which of you is forwardeft, and 


likelieſt to win the Hit. 
CHAP. VE 


OBSERVATIONS and DIRECTIONS for 
a Learner that has made ſome Progreſs at 
Back-Gammon; particularly DiRECTIONS 

\ for BEARING his Men, 0B 


J. 1 F. your Adverfary is greatly before you, ne- 
i ver play a Man from your Quatre, Trois, 
or Deuce Points, in order to bear that Man from 
the Point where you put it, becauſe that no- 
thing but high Doublets can give you any 
Chance for the Hit: Therefore, inftead of play- 
ing an Ace or a Deuce from any of the afore- 
faid Points, always play them from your Size 
or. higheſt ' Point; by which Means you will 
find, that throwing two Fives, or two Fours, 
will, upon having eaſed your Size and Cinque 
Points, be of great Advantage to you: Where- 
as, had your Size-Point remained Toaded, you 
muſt, perhaps, be obliged to play at length 


thoſe Fives and Fours. | | 
II. Whenever you have taken up two of your 
Adverſary's Men, and that you happen to have 

7 two, 
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two, three, or more Points made in your own 
Tables, never fail ſpreading your Men, in order 
either to take a new Point in your Tables, ot 
to be ready to hit the Man your Adverſary may 
happen to enter. As ſoon as he enters one of 
his Men, you are to compare his Game with 
yours; and if you find your Game equal to 
his, or better, never fail taking his Man up if 
you can, becauſe it is 25 to 11 againſt his hit- 
ting you; which Chance being ſo much in 
your Favour, you ought always to run that 

-Rifk, when you have already two of his Men 
* 


There is this Exception to this Rule, that if 
you play for a ſingle Hit only, and that your 
playing that Throw otherwiſe gives you a bet- 
ter Chance for the Hit, you ought not to take 
up that Man. 4 
III. Never be deterred from taking up any 
one Man of your Adverſary's, by the Appre- 
henſion of his hitting you with double Dice, 
becauſe the faireſt Probability your Adverſary 
has of hitting you, is 5 to 1 againſt him. 
IV. If you thould happen to have five Points. 
in your Tables, and to have taken up one of 
your Adverſary's Men, and are obliged to leave 
a Blot out of your Tables, take Care, if it is 
in your Power, rather to leave it upon Dou- 
blets, than any other Chance, becauſe Doublets 
are 35 to 1 againſt his hitting.you, and any 

other Chance is but 17 to 1 againſt him. 
V. Two of your Adverſary's Men in your 
Tables. 
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Tables are better, for a Hit, than any greater 
Number, provided -your Game is forwardeſt ; 
becauſe his having three or more Men in your 
Tables, gives him more Chances to hit you, 

than if he had only two Men in them, _ 
"01.00 you Are to leave a Blot upon your en- 
tering of a Man upon your Adverſary's Tables, 
or otherwiſe, and have it in your Choice to 
leave it upon what Point you pleaſe, always 
chuſe that which is the moſt W to 
him. To illuſtrate this by an Example, let us 
ſuppoſe it is his Intereſt to hit you or take you 
up as ſoon as you enter, in that Caſe you are to 
leave the Blot upon his lowelt Point; that is to 
fay, upon his Deuce-Point, rather than-upon 
his Trois-Point, or upon his Trois-Point pre- 
ferably to his Quatre-Point, or upon his Quatre- 
Point preferably to his Cinque-Point; becauſe 
(as has been mentioned before) all the Men 
your Adverſary plays upon his Trois or his 
Deuce-Points are deemed as loſt, being in a 
great Meaſure eut of Play, thoſe Men not hav- 
ing it in their Power to make his Cinque- 
Point, and conſequently his Game will be 
crowded there and open elſewhere, whereby 
you will be able alſo much to annoy him. 
VII. To prevent your Adyerſary from b=ar- 
ing his Men to the greateſt Advantage, when 
* are running to ſave your Gammon; as for 
nſtance, ſuppoſe you ſhould have two Men 
upon his Ace-Point, and ſeveral other Men 
abroad, tho' you ſhould loſe one Point or two 
| | 1 
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in putting your Men into your Tables, yet it 
is your Intereſt to leave a Man upon your Ad- 
verſary's Ace-Point; which will have this Con- 
ſequence, that it will prevent his bearing his 


Men to his greateſt Advantage, and will alſo. in 
give you the Chance of his making a Blot, ty 
which you may Chance to hit. But if, upon ſe 
a Calculation, you find that you have 3 tv 


Throw, or a Probability of ſaving your Sam- be 
mon, never wait for a Blot, becauſe the Odds 
are greatly againſt hitting it. 5 


Er u.. © 
Cats, put by Way of Example, to ſhew how to : 


calculate the Odds of ſaving or winning a Gan- 


f 


0 | ! 
p QUPPOSE your Tables are made up, and 
+, > that you have taken up one of your Ad- 
verſary's Men; and ſuppoſe your Adverfary 
has ſo many Men abroad as require three 
Throws to put them in his Tables: 

Query. Whether you have the better of a 
% negro TTTITTS HS rt hn 

* Anſwer. It is about an equal Wager that 
you gammon him. 3 12 
HBecauſe, in all Probability, you will haye 

bore two Men before you open your Tables, 
and when you bear the third Man, you will be 
obliged to open your Size or Cinque Point; in 
that Caſe it is probable, that your Adverſary 

muſt take two Throws before he . 

| 5 Aan 


2. 22S: adit 0 
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Man in your Tables, and two "Throws: more 
before he puts that Man into his own Fables, 
and three Throws more to put into his own 
Tables the Men which he has abroad, which 
in all make ſeven Throws: And as you have 
twelve Men to bear, theſe probably will take 
ſeven Throws in bearing, becauſe you may 
twice be obliged to make an Ace, or a Deuce, 
before you can bear all your Men. 
N. B. No Mention is made of Doublets of 
4 Side, that Event beingequal to each Party. 
The foregoing Caſe being duly attended ta, 
ſhew's it is in your Power to calculate very 


nearly the Odds of ſaving or winning a Gam- 


mon upon moſt Occaſions. 

II. Suppoſe I have three Men upon my Ad- 
verſary's Ace- Point, and five Points in my Ta- 
bles, and that my Adverſary has all his Men in 
Po T ables, three vo each of his ſive higheſt 

oints 237 

Query. Whether the Probability is for his 
gammoning me, or not? _- 

Anſwer, : de EF LS. . Paints. 
F or his Cm 3 Men from his 6 Point, is 18 

6 : from his 5 Point,— 15 
from his 4 Point, — 12 
from his 3 Point, — 9g 
from his 2 DO 6 


— 


Tol — = | 
F 


« * 
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To bring my 3 Men from my Adver- 
ſary's Ace-Point, to my Size-Point | 
in my Tables, being for each 18 
Points, make in all — — 54 


— 


The Remainder is 6 


£ \ 0 
— 1 - < _ — —_— . — * 
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4 — — 9 — —— —— 
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And as, beſides the fix Points in your Favour, 
there is a further. Conſideration to be added far 
you, which is, that your Adverſary may make 
one or two Blots in bearing, as is frequent 
the Cafe. You ſee by this Calculation, that 
you have greatly the better of the Probability 
of ſaving your Gammon. 


N. B. This Caſe. is ſuppoſed upon an Equa- 
lity of throwing. 

III. Suppoſe I leave two Blots, eitherof which 
cannot be hit but by double Dice: to hit the 
one, that Caſt muſt be eight, and to hit the 
other it muſt be nine; by which Means my 


_ « Adverſary has only one Die to hit either of 
. _ 


. What are the Odds of his ducing 
either 'of theſe Blots ? 


Anſwer. The Chances on two Dice are . 
all — _ 3 


1 45 6 and 2 twice, 
The Chances] 5 and 3 twice, 
to hit 8 are, J 2 Deuces, 
| 2 Fours, — 


0 5.5" 


. 
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| Phu 6 and 3 twice, —— 2 
W 2 Trois, * — 1 

— 

Total Chances for hitting, — 
Remain Chances for not hitting, — 28 


— OY 


So that it is 25 to 11 that he will not t hit 
either of thoſe Blots. 

IV. To give another Example, let us ſup- 
poſe that I leave two other Blots than the for- 
mer, which cannot be hit but by double Dice, 
the one muſt be hit by eight, and the other by 


ſeven : 
Query. What are the Odds of my —_ 8 
hitting either of theſe Blots? 
Anſwer. | | 
The Chances on two Dice are in all, — 36 


and 2 twice, 

The n 5 and 3 twice, — 2 
to hit 8 are J two Fours, — 1 
two Deuces, — 1 

| 6 and 1 twice, — 
% 822 5 32 
14 and 3 twice, —— 2 


Total Chances for hitting, 14 


| 


Remain Chances for not hitting, — . 


Therefore it is two to one that I am not hit 
e 
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Fbe like Method is to be taken with three, 

four, or five Blots upon double Dice; or. with 

Blots made upon double and ſingle Dice at the 


ſame Time; you are then only to find out (by 
the Table. of 36 Chances) how many they 


are to hit any of. thoſe Blots, and add all to- 


gether in one Sum, which ſubtrat from the 
Number 36, which is the Whole of the 
Chances upon two Dice: So doing: reſolves 
as Queſtion require. 


The following Caſes are to ſhew a Way of 


calculating, which may be called a mechanical 
Way of ſolving of Queſtions of the like Nature. 

I would know what are the Odds of throw- 

ing 7 twice, before 10 once? 

nfwer. It is 5 to 4 that 10 is thrown once 
before 7 is thrown twice, which is cn 
as follows: 

Suppoſe the Stake depending i is nine © Pn 
my firſt -T hrow entitles me to have one third 
Part of that Money, becauſe 7 has ſix Chances 
for it, and 10 has but three Chances, and 
therefore it is two to one. 

(6-6 4 

| I the firſt ; ADR — —3 0 0 
Having taken 3/. out of the 91. for 
the firſt Throw, the Remainder is 
6 . out of which a third Part is to 


de taken for the ſecond Throw 2 © E 
The Total is, 5 © 0 

Remains, 4 0 0 

The whole Stake is, 9 0 © 


0 
Oo 
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VI. I would know what are the Odds of en- 


tering a Man upon any certain Point in two 
Throws ? 


Anſwer. "Suppoſe 36 Shillings is the whole . 
Stake depending, I would know what is my 


Share. of that Stake, having laid 18 Shillings 
that I enter in two Throws ? By the Calcula- 
tions in the Table of . 36 Chances, it is found 
that I have 11 Chances out of the 36 for enter- 
ing the firſt Throw, for which therefore I am 
entitled to 11. out of the 36 Shillings,. 

I 23 


| The Stake i IS, — 0 36 Gr. 


For the-firſt Throw, — 1 15 — 
Remains, — 25 © 


2ů — 


— 
— 


» 


7 


The Remainder, being 25 Shillings, 

is to be divided into 36 equal Parts, 

of which I am entitled to eleven of 

thoſe Parts, which makes 75. 7d. 5 
for the ſecond Throw. — 7 74 


Adding this to the other 11 Shillings, 
makes my Share of the Stake to be, 18 7 4 


Then my Adverſary's Share will mee | . 3 Py | 


Total of the Stake, 


Thee it is very nearly 15 to 14 in Fa- 


vour of entering a Man upon any; certain Point 
in two Throws, 


* 2 RS 
by . 
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CHAP. VIII. 
Critical Caſe for a Back-Game. 


. 1. E T us ſuppoſe 4 plays the Fore- game, 
and that all his Men are placed in the 
uſual Manner : | 5 8 | 
For Bs Game let us ſuppoſe, that 14 of his 
Men are placed upon his Adverſary's Ace- Point, 
and 1 Man upon his Adverſary's Deuce-Point, 
and that B is to throw: ©: , 
Nen. Which Game is likelieſt to win the 
+" 25 


LE 


11 Anſwer. A's is the beſt by Gold to Silver, ot 
143-8 21 for, to 20 again/t ; becauſe, if B miſſes an Ace 
1 to take his Adverſary's Deuce-Point, which is 
133.8 25 to 11 againſt him, is, in that Caſe, to take 
1 up B's Men in his Tables, either ſingly, or to 
Hy make Points; and if B ſecures either A's Deuce 
4 or Trois-Point, in that Caſe, A is to lay as 
11 many Men down as poſſible, in order to be hit, 
that thereby he may get a Back- game. 
When you are pretty well verſed in the 
- Game of Back-Gammon, by practiſing this 
Back-game, you will become a greater 'Profi- 
_ cient in the Game than by any other Method, 
| becauſe it clearly demonſtrates the whole Power 
of the Back-game. POS 5 
II. Back- game. Let us ſuppoſe A to have 
five Men placed upon his Size-Point, five 
Men upon his Quatre-Point, and five Men 
upon his Deuce-Point, all in his own he : 
WE n 


Points are not ſo good, for a Hit, as the Ace 
K 
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And let us ſuppoſe B to have 3 Men placed 
upon A's Ace-Point, 3 Men upon s Trois- 
Point, and 3 Men upon A's Cinque-Point; let 
B alſo have 3 Men upon his Size-Point in his 
own Tables, and. 3 Men placed out of his Ta- 
bles, in the uſual Manner: 

Query. Who has the better of the Hit? 

Anſwer, It is an equal Game; but, to play 
it critically, the Difficulty lies upon B, who 
is in the Reck Place to endeavour to gain his 
Cinque and Quatre-Points in his own Tables ; 
and, when that is effected, he is play two Men 
from A's Cinque-Point, in order to oblige his 
Adverſary to blot, by throwing an Ace, which, 
if B hits, he will have the faireſt Probability of 
winning the Hit. 

III. Back-Game. Suppoſe A has 2 Men upon 


B's Ace-Point, and 3 Men upon B's Deuce- 


Point, alſo 3 Men upon his Size- Point in his 
own Tables, and 3 Men upon his uſual Point 
out of his Tables, and 3 Men where his 5 
Men are uſually placed in His Adverſary's 
Tables: 2 of 

And let us ſuppoſe B 18 his Men placed in 
the ſame Manner, both in his on and his Ad- 
verſary's Tables, with this Difference only, 
0:2. inſtead of having three Men Me upon As 
Deuce-Paint, let him have three: en upon 478 


| Dan nt: 


ery. Who des the beſt of the Hit? | 
Anſwer. A; becauſe: the Ace and Treis- 


and 


in his own Tables: 


bearing your 
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and Deuce-Points in your Adverſary's Tables, 
for this Reaſon; becauſe when you are bearing 


your Men, you have the Deuce-Point in your 


own Tables to play your Men upon, Which 


often prevents your making a Blot, which muſt 
happen otherwiſe to your, Adyerſary ;- and: take 
Care to lay down Men to be hit as often as you 
can, in order to keep your Game backward; 
and for the ſame Reaſon, avoid hitting "ay 
Blots which your Adverſary makes. 
IV. As a Caſe of Curio 72 and Inſr uction. 
Let us ſuppoſe A has 15 Men upon B. 
Ace- Point, Bis ſuppoſed to have his Barr-Point, 
alſo his Size, Cinque, Quatre, and Preite fen 


1 #3 T4 


Query. How many Throws © is A likely. to 
take te bring his 15 Men into his own e 


and to bear them? 


Anſwer. You may undertake to do. it in- 1. 
venty- five Throws, "AS 


It is Odds in As Favour. that "23 ES an 
Ace in two Throws; it is alſo - Odds in A8 
Favour that he throws a Six in two TFhrows; 

when theſe Events happen, A has a Probability 
of not wanting above two or three "Throws to 


play till he has got all his fifteen Men into his 


own Tables: Therefore, by a former Rule laid 
down to n Men home, and alſo; for 


en, you may be Able to find out 
the Probability of the Number of Throw re- 


| e. m_—_ B ſtands ys nod docs non nay 


AY 


(r „ EY? i 8 
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* de Caſe of Gro ity and Inſtruction. 
Where A and B ſhall play as faſt as uſual, 
and yet B ſhall make the Hit yall probablys 
for many Hours. 

We will ſuppoſe 8 to. Yave bore. 13 Men, and 
that I has taken EE two remaining Men. 

And let us fuppoſe that A has his 15 Men in 


B's Tables, viz. three Men upon his Size-Point, 


three upon his Cinque- Point, three upon his 
Quatre-Point, three upon his Trois-Point, two 
upon his Deuce-Point, and one upon a Ape: 
Point.” | 

The Method nich 4 is to take; is e TH 
Let him bring his 15 Men home, by always 
ſecuring fix cloſe Points, till B has entered his 
two Men, and brought them upon any certain 
Point; as ſoon as B has gained that Point, 4 
muſt open an Ace, Deuce, or Trois, or all 
three; which effected, B hits one of them, and 
4, taking Care to have two or three Men in B's 
Tables, is ready to hit that Man; and alſo, he 
being aſſured of taking up the other Man, has 
it in his Power to prolong the Hit to almoſt any- 
Length, provided he takes Care not to open 
ſuch Points as two Fours, two Fives, or two 
dixes, but always to open the Ace, Deuces; or: 
Trois-Points, or B to hit him. 

VI. I would know what ate the Odds upon 
two. Dice, for throwing two Sixes, two Fives, 
or --two- Fours, in three Throws? which, by , 
W Calculation, may be found thus: 


K 2 Asſiur. 
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Anſwer. Suppoling 36 - Shillings to be 
the Stake depending, the Thrower will be 's. d. 
entitled to have for his firſt Throw - 3 0 

Which deducted out of 36, remains 
333 which divided again into 36 Parts, 
make ſo many Eleven Pences, out of which 
the Thrower is to have 3 for his ſecond 
Throw — — 11 

The Remainder, 30 Shillings and 3 
Pence, is again to be divided into 36 
Parts; dividing the 30 Shillings ſo, make 
ſo many Ten Pences, and the 3 Pence 
divided into fo many Parts, make ſo many 
Thirds of Farthings, of which the 
Thrower is to have 3 Parts for his Share 


for his third Throw — 2 62 
Total for the Thrower, 8 34 


So that it is 27s. 8d. f to 85. 3d. & againft 
the Thrower ; which reduced into the ſmalleſt 
Number, is very nearly as 10 to 3, that two 
Sixes, two Fives, or two Fours, are not thrown 
in two I hrows. + Ft: | 56 

VII. Back-Game. Suppoſe 4 to have 2 Men 
n his Size-Point in bis own Tables, 3 Men 
upon his uſual Point out of his Tables, a Men 
upon the Point where his five Men are uſually 
placed in his Adverſary's Tables, 5 Men upon 
bis Adverſary's Ace-Point, and 3 Men upon his 
Ad verſary's Quatre- Point. | 2 
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And let us ſuppoſe B to have 2 Men upon 9 
his Size - Point in his own Tables, 3 Men upon | 
his uſual Point out of his Tables, 2 Men up 
the Point where his 5 Men are uſually:placed 
in his Adverſary's Tables, 5 Men upon his Ad- 
verſary's Ace-Point, and 3 Men upon his Ad- 
verſary's Trois-Point : "WF 
Query. Who has the faireſt Chance to win 
the Hit ? Wb | 
Anſwer, A has, becauſe he is to play either 
an Ace, or a Deuce, from his Adverſary's 
Ace-Point, in order to make both theſe Points 
as Occaſion offers; and having the Quatre- 
Peint in his Adverſary's Tables, he may more 
eaſily bring thoſe Men away, if be finds it ne- 
ceſſary, and he will alſo have a reſting Place 
by the Conveniency of that Pom, which at 
all Times in the Grote will give him an Op- 
portunity of running for the Hit, or ſtaying, 
if he thinks proper. Whereas B cannot ſo 
readily come from the Trois-Point in bis Ad- 
verſary's Tables. 


nN 0) - 
I, 4 E T us ſuppoſe A and B place their Men 
1 ; 


in the following Manner for a Hit : 
Suppofe A to have 3 Men upon his Size- 
Point in his own Tables, 3 Men upon the uſusl 
Point out of his Tables, and 9 Men upon his 
Adverſary's Ace, Deuce, and Trois Points, 3 
Men to be placed upon each Point; and ſup- 


K 3 poſe 
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poſe B's Men to be placed in his own, and in 


his Adverfary's 'Dabfess in the ſame. Order and 
Manner. | 


The Reſult is, that the beſt Player ought to 


win the Hit; and the Dice are, to be thrown 
for, the Situation being perfectly equal, in 4 
and B's Game. 

If 4 throws firſt, let him endeavour to gain 
his Adverſary's Sire der v hen that is 
effected, let him lay as many Blots as poſſible, 
to tempt B to hit him; for every Time that B 
hits them will be in 4's F avour, becauſe it puts 
him backward; and let 4 take up none of B's 
Men, for the ſame Reaſon | 

4 is always to endeayour to take Care to have 
three Men upon each of his Adverſary's Ace 
and Deuce-Points ; becauſe when B makes a 
Blot, theſe Points will remain ſecure, and by 


Recourſe had to a former Caſe. (Numb. V. in 


the former Chapter) when A has bore 5, 6, or. 
more Men, yet 4 may ſecure b,cloſe Points out 
of his Tables, in order to preyent B from get- 
ting his Man home: And Recourſe had to 
the Calculations, he may call 

he makes up his Tables) ot has the better-of 
the Hit; and if he finds that B is forwardeſt, 
he is then to endeavour to lay ſuch Blots to; be 
taken up by bis Adverſary, as may give him, a 
Chance for taking vp anoiber Man, in, caſe, B 
ſhould: happen to have a Blot at home. 


Thoſe who play the 15 0 ame well 


may be 7 in the firſt, Claſs. 
ug 4 
5 8 v4 


find out (in caſe 


FY e 1 1 rn 
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II. 4 Caſe e Curiofity,. A and B. play at 
Back-Gammon, A has bore 13 Men, and has 
2 Men to bear upon his Deuce- Point, B has 
13 Men in his own Tables, with two Men to 
enter. Bis to throw, and to name the Throws 
both for himſelf and A4, but not to hit a Blot of 


either Side: ieee 

Query. What Throw is B to name ſor both 
Parties, in order to ſave his Gammon?  _ 

Anſwer, B calls for himſelf 2 Aces, which; 
enters his 2 Men upon A's Ace-Point. B alſo: 
calls 2 Aces for A, and conſequent!y 4 cannot 
eicher bear a Man, nor play one; then 3 calls 
for 2 Sixes for himſelf, and carries one Man 
home upon his Size-Point in his own Tables, 
and the other he places upon his Adverſary's, 
Barr-Point: B alſo calls Size-Ace for A, ſo 
that A has one Man left to bear, and then 8 
calls for himſelf either 2 Sixes, 2 Fives, or 2 
Fours, any of which bear a Man, in caſe he 
has Men in bis Tables upon thoſe Points, and 
to ſave his Gammon. „ 


II. The following Queſtion is to be attended 


to, as being critical and inſtructive. | 


: 


Suppoſe that both yours and your Adverſa- 
ry's Tables are made u: 8 

Alſo that you have 1 Man to carry home, 
but that he has 2 Men on your Bar to 
carry home, which lie in wait to catch your 
Man, and that if you paſs him you are to win 
the Hit: Suppoſe alſo that you have it in your 
Choice to run the Riſk of being hit, by 7, or 


K 4 by 
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by 8, both of which are Chances upon double 


Dice: | . 
Query. Which of theſe Chances is it beſt for 
u to venture 
Anfwer. That of 7, for the following Rea- 
ſons : Firſt, becauſe that the Chances of being 
hit by 7, or by 8, are equal. = i 
\ Secondly, If he does not hit 7, you will then 
have in your Favour 23 Chances to 13, that by 
your next Throw you either hit him or paſs be- 
yond him. ENT | 5 
 . Thirdly, In caſe your ſecond Throw ſhould 
happen to be under 5, and that conſequently 
you cannot hit him, yet you may play that Cal 
at home, and conſequently leave the Blot upon 
double Dice. FFF 
Wbereas if, on the contrary, you had made 
Choice of leaving the Blot upon 8, you would 
have made a bad Choice, for the Reaſons fol- 
lowing. £7 
- Firjt, Becauſe the Chances of being hit by 7, 
or by 8, are only equal. „ 
Secondly, Becaufe, if you ſhould- eſcape. the 
being hit by 8, yet you would then have but 
r7 Chances in your Favour, againſt 19 for 
either hitting him, or paſſing beyond him by 
your next Throw. l £ 
Thirdly, In caſe your ſecond Throw ſhould 
n to be Size- Ace, which is fhert of him, 
you would then be obliged to play the Man that 
is out of your Tables, not being able to play 
the Six at home, and conſequently to mn A 
V+ Blot 


o 
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Blot to be hit by a ſingle (or flat) Die; which 
Event, upon Suppoſition that you play for 18 
Shillings a Game, would entitle him to 11 


Shillings of the whole Stake depending. 
The LAWS f BACK-GAMM ON. 


1/7, ] F you take a Man from any Point, that 
Man muſt be played ; the ſame muſt be 

done if two Men are taken from it. 4 
2d. You are not underſtood to have played 
any Man, till you have placed him upon a 


Point, and quitted him. | 


24. If you play with 14 Men ohly, there is 
no Penalty attending -it, becauſe by playing 
with a leſſer Number than you are entitled to, 
you play to a Diſadvantage, by not having the 
additional Man to make up your Tables. 

41h. If you bear any Number of Men, be- 
fore you entered a Man taken up, and which 
conſequently you was obliged to enter, ſuch 


Men, ſo borne, muſt be entered again in your 


Adverſary's Tables, as well as the Man taken 
up. Wa El 5 
5%. If you have miſtaken your Throw, and 
played it, and if your Adverſary has thrown, it 


is not in your or his Choice to alter it, unleſs 


both Parties agree to it. 
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Billiard Table is uſually about 95255 Felt, 


* 


long and fix Feet wide, covered with fine | 
green Cloth, and ſurrounded with Cuſhions 
ro prevent the Balls 8 off, and make 


them rebound. There are ockets at the four 
Corners, and two in the Middle o ppoſite each 
other, to receive the Balls. The making of 4 
Hazard, that is putting the Adverſary's Ball in 
one of thePockets, at the common Game reckons . 
two in favour of the Player. The Rules gene- 
rally obſerved are, 
L For the Lead, put the Ball at one End, 

and play it againſt the further Cuſhion, fo that 
upon the Return 1 It may be neareſt the Cuſhion 


next to you. 8 


II. The neateſt to the Cuſhion, is to lead, and 
chuſe the Ball. 

III. The Leader is to place his Ball even with 
the Nail, and to paſs the middle Pocket; and 
if he holes himſelf, he loſes the Lead. 

IV. He that follows the Leader muſt Rand 
within the Corner of the Table, and not place 
his Ball beyond'th the Nail. <= 


V. He 


— ; F ? 


{> 


* 
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V. He that does not * * Adverlary. 8 Bally 
loſes dne. 5 vi $4; 4. £4 b 
VI. Touching both Balls is deemed. a foul: 
Stroke; and thereby putting in an Adverſary 3 
Ball, obtains nothing ; the Striker who puts in 
his own, loſes Wo: 
VII. He that holes both Balls, loſes two. 
VIII. He that ſtrikes upon his Adverſary's 
Ball, and holes himſelf, loſes two. 1 
IX, He that plays againſt the Ball, not ſtrik- 
ing it, but holes himſelf, loſes thee.) | | 
X. He that ſtrikes both Balls over the Table, 
loſes two. | 
XI. He that firikes bis Adverſary s Ball over 
the Table wins two; but he that ſtrikes his 


own Ball over the Table, and does not hit his | 


Adverſary's Ball, loſes three, F | 
XII. He that retains the End of his 1 5 8 
ſary's Stick when playing, or endeavours to 
baulk his Stroke, loſes one. | 
XIII. He that, plays another's Ball without: 
Leave, loſes one. ;. 8 
XIV. He that takes up his Ball, or his Ad- 
verſary s without Permiſſion, loſes one. 
XV. He that tops either Ball, when running, 
loſes one; and being near the Hole, loſes two. 
XVI. He that blows upon the Ball, when 
running, loſes ane; 1 ang. if near the Holes, loſes 
two. 
XVII. He that play before his Turn, loſes 


one. " 


XVIII. If the Ball ſtands upon the Edge of | 
K 6 the 
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the Hole, and after being challenged it falls in, 
it does not count, but mul be put ee it was 
before. 8217 

XIX. If any Perſon, not being one * the 
Players; ſtops a "Ball, the Ball muſt ſand. mien 
Place where it was ſtopped. s. 

XX. He that plays without a Foot upon the 
Ground, loſes onen. 

x XXI. Any Perſon may change his Stick in 
lay. | | 

XXII. If any Difference ariſes reſpeRing the: 
Play, he that Ware the Game, or the e | 
of the Company decide it. | 

XXIII. If any Perſon lays any Wager, and 
does not play, he ſhall not give Advice to the | 
Players upon the Game. 

Beſides the common Game, Wich is e 
up, there are feveral Kinds of Games played 
at Billiards, viz. The loſing Game; the win-! 
ning and lofing ; Choice of Balls; Bricole; 
Carambole ; our-game ; Hazards, Ec. 

The lng Game is the common Game nearly 
reverſed, except hitting of the Balls, which is 
as much to be attended to in this as in the other 
Game. In putting yourſelf in, you win two; 
by putting your Adverſary in, you loſe two pl 
but if you pocket both Balls yow get four. + 

The winning and laſing Gama is a Combination | 
of both Games; that is to ſay, all Balls that 
are made reckon, and double Balls four. At 
heh nga alſo at the loſing Game, knock- 


NX wo 


Ee 
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ing over, or forcing the Balls oven the Cuſhion, 
do not count as . common Game. 

Choice of Bali, is chafing each Time which 
Ball the Player pleaſes, Which is doubtleſs a 
great Advantage, and is generally played againſt 


lofing and winning. 
Bruole, is to hit a . ad 8 


before you touch derb Ball other- 


wiſe you loſe 'a Point: This is a great Diſad- 
vant ige, and is reckoned bet mern even pre 
to be equal to receiving about 8 and 9. | 

 Carambole;is played with three Balls, ane ba- f 
ing red, which is neutral, and is placed upon a; 
Spot upon a Line with the Stringing Nail. Each 
of the Opponents, at the firſt Stroke of a Hazard, 
play from a Mark upon a Line witf it at the 
other End of the Table. The chief Object of 
this Game is to hit with your on Ball the tivo 
other Balls, which is called a Carambole, and by 
which the Player wins two. Putting in the 
red Ball is ae the Adverſary's Ball two; ſe 
that. Seven may be gained at one Strokes by 
caramboling and putting in both Balls. The 
Game is fixteen up. | 

The chief Object of this Gama, after making 
what we have defcribetl |. by the Carambole 
Stroke, is the Baulk ; which is by pocketin 
the white Ball, and bringing your own Bal 
and the red one below the Stringing Nail, from 
whence the Players begin. By this Means, the 


Anme is obliged to play Bricole from the 
oppolite 
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ite Cuſhion; to; his: great Diſadvantage. 74h 
be, Reihions eg: of two Partners oneach 
Side, at the common Game, who play by Suc- 
ceſſion after each Hazard, a; ewe: Points-loſt,] 
The Game is fſiſteen. E 

Hazards depend entirely upon. the making of: 
Hazards, without any Regard to any ages D 
e Any Number of Perſons, as far as ſix, 
play, by having Balls that are numbered. 

ver pockets a Ball receives the Sum played 
* of the Owner of the Ball pocketed ; and the 
Perſon who miſſes forfeitslalf the Price of a Ha- 
zard to the Perſon whoſe Ball he plays upon. 


The Op D 8 uſually laid gr Billiards, which * 
i all calculated for the commun Game. "Ow 


12; OLSEN PLAYERS, * e bath wade 
Clare >ihe>c 5to4] do. is 6 to 1 
2 do. is 3 to 28 do. is - 10 to 


3 do. is- 7 to 4 . is 15 to 1 
4 do. is 2 to 1 10 do. - is - 60 to 1 
5 do. - 1s - $48 RSA ire n SSA 
6 do. - is 4 to. 11 
But only a Guinea to a Shilling i is uſually laid. 
Bran PLAYERS. 2 0 
2 to 1 is 5 to 4 . 
3 to 1 is 3 to 2 7 £0 1 is — 4 tot 
4 to 1 is 7 to 4 8 to 1 - is 9 to 1 
5 to 1 is — rs 9 to I IS about 10 to 1 
Ten to one is generally laid 21 to 1, but is 
in Reality much more, though. not commonly, | 
| aid; 


* 
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iS | laid? it Ealculated. 2s near as beide de 
50 to 1. 1 n 
* 11 to 1'- 587 60 1 $4y's" i 6. to 
I 3to 218 58 to 4 9 t 2 i 7 to T 
q 4 to 2 — is - 8 to 5 10102 is about 20 tor 
4 5 to 2 is 7 to 4 often laid - 21 to 1 
8 6 to 2 18 8 to #117 to 2 s 23 to iT. | 
„ 7 #6 7 2% © PWT 19 8 
«7 | 2ST 8 ada 1 755 4 457 | io 
L, | 5 to'g is -" 5 to 4 9 to 4 is 9 to 2 
been eee 18 t K 
70 4- is» 2to1] LO Me D 
e Tf | | 
2 | „ aka K Nen ö 100 . 
* 6 to 5 i 3 t 2 9 0 8 18 4 to 1 
7 to 5 - is 7 t-o 4] 10 tos - is 9 to 
8 to 5 is 3 Ein 
to 6 - is 5 to 4 x0 to n 5 to 1 
to 6 is 2 to 1 11 to 6 is 6 to 1 
9 to 6 is 5 to 2 Het e : 
8to 7 -is 7 to 4 10to7-is- 4 to 
12 9 to 7 - is 2 to 1 II to 7 - is $to 
9 to 8 - is 1 
1 10 to 8 - is 8 to 2 - 1K "DN 


. 4 


6 . 


= 
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2 
11 50 16 is 5 
When 
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Sf] When He who gives another TWw-W . 
is 1 to 25 that 
1 to 2 is 5 to 4 7 t-o 2 is 9 to * 
2 all- is - 3 t-to 28 to 2 is 10 to 1 
3 to 2 is 8 t-to 5 9 to 2 is -H to I 
4 to 2 is 2 to 1 10 to 2 is 27 to 1 
5 to 2 is p to 2 A 1 
6. to 2 is - 4 to 
When He who gives another Two. 
is 4 al, — that 
4 all --is -- 3 t-to 2] 8 t-to 4 is 5 to 
5 ko 4 is - 8 to 5] to 4 is 6 to 
6 to4-is- 5 to 2 10 to 4 is - 15 to 
7 to 4 is 30 1 % 115 U 
6 all- is 4 to 3 1 I 
7 to 6 is 3 to 210 to- is 6 to 1 
e 5 to 2 [11 to 6 is - 7 to 1 
When He who gives another Two, 
is 8 to /, that 2 
81% - 2 to 1 10 to 7 -is- 6 to 1 
5 5 to 2 11 co 7 - is - 7 to 1 
8. all -i 5to4|10to8-is-- 3to1 
ER 3 to 2 n 4 to 1 


—— 


. — — * = 4 
E al - is" 4 to 3 11 0% 16 3 to 1 
r 
. 111 01 
IC all - is - 65] 11t010-is - 7 to 5 
82—ͤ— * . 


ix all- is 5 to 4 | 
1 9 5 When 


— 22 
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When 12 who receives Two from angthers . 
188 love, —.—that "hy" 
3 love is Sto 4] B ditto - 18; - 9 
4 ditto- is — 8 to 5 |. 9 ditto- is - 9 tol 
5 ditto - is - 9 0 3 10 ditto - is - 21 to 1 
6 ditto- 1s = 3 to 1 11 ditto is 23 to 1 
7 ditto - is 7 to 2 
When He Who receives 195 „ another, 
„is 6 to 4,—— that 1 
6 to 4 - is 5 to 4 9 4 is 7 to 2 
to 4 is 3 to 210 to 4 is - 8 co 1 
to 4 is - 3 to 111 to 4 - 18 -,:9. 26:51 


— 


3 


10 to 6 is 4156 
9 to 6 -is- 7 t-to4 IA to- is 9 5 5 
1 81 £3 ES —— C4; 

8 to 7 - is 5 to 4 10 to 2 -is- e 
9 to7 is- 3 to2 [II to 7 is- 7 to 2 
When he who receives Two from another, 

is 9 to 8, — that ö 

9 to 8 - is 7 to 6 t to 8 -is- ei 

10 to 8 - is - 2 to 117 ET 
9 wot ot. to 9 - 1s = 2 0 1. 

10 tog - is 7 to 4 £ 


ä—Nm— — 


8 to 6 is 3 to 2 


* 


— 


— 
3 


Ito o- is even 11 e 54 
When he who receives Fair: from another, 
_ OT, love, ——the ; 
6 love - is = 2 to-I q ditto. +18 - 6 to 1 
7 ditto - is 5.to 210 ditto. is 16 to 
8 ditto- is - 5 to 11 ditto - is 17, Mt 
l * Arina him. 


210 7 Gan III I ARD“ 
6 to 2 18 8 3 to 2 9 t0 2 1 9 to 2 
7 to 2 - is 8 to 10to 2 is - 12 to 
8 to 2 is — 4 toll || VItbe2:< ie 1 tor 


E907. Common Odds of ibe Hazerd. 
When 2 are given," on Odds of the my 
are 6 o 5˙ 15 1 715 7290 mall)! 


When 2 are given, dhe ach are 5 to 4 
_ When 4 are given, the Odds are 3 to 2. * 
When 5 are given, the Odds are 8 to 58 
When b are given, the Odds are 2 to 1 
The full Odds chat you don't eecewo Hagar 
together, between even Players, I 3 10- 
3 together are — eee 7: 0 ' 


4 ditto © are Dan Is to 1 
5 ditto - are — 7 — 31 to 1 

6 ditto wages — 09. to 1 

— — bY — ood a — DT Bon 1 AYE. XI 
Prined * Fenin o. Mr. K in St. 
James 3 ni | 


N Laws or CRICK Re. 
| Reviſed at the Star and 2 cam PalleMall, Fe- 
bruary 25, 1774, by a Committee of No- 


blemen and. Gentlemen of Kent, Hampſhire, 
Surry, Suſſex, Middleſex, and London- 


NAMES Or Tn COMMITTEE, 


In the Chair, Sir Wrerran, DRAr ER. 
Duke of Dorſet, Sir Fra. Vincent, Bark. | 


Eat]: ü Sir Horace Mann, 
Philip 


* 
x 
1 


muſt be oppoſite to each nels at the Dinos 


DG AMV CRICKET: fit 
Philip Dehany, «Eq; Harry Peckham, Eſqs 
Reverend Mr. Paulet, John. Cook, Eſ q; 
Jehan harte Ede Sales Ei 3 

en * 
TH. Ball muſt weigh nat less than. five 
Ounces: and a Half, nor more than five. 
OungenandathrebiQuarters(+"; A . 
It cannot be changed during dne Game, but 
with Conſent: of both Parties. 
The Bat muſt not exceed four: Inches and 
one Quarter in the wideſt Part. 
The Stumps muſt be twenty-two, In ches; 
the Bail ſix — long. 14 185 
The Bowling-Creaſ muſt be parallel with 
the Stumps, three F ect in Length, WL) A; 
Return - OCreaſe. 10 


The Poppin e maſk be three Fest ten 
Inches from the Wickets; and the Wickets 


of owe two Yards. | 4 | 
arty which goes. from 5 — mall —— | 

the Ce of the Innings and the Pitching of 
the Wicketz, which; {hall be pitched within; 
thirty Yards. of; a Centre Kaen by the ct 7 
ſaries. | 
When the (om det at · a thint: Place 2 
Bowlers ſhall- toſs up for the Pitching of the 
fic Wicket, and the Choice of going in. 
The Bowler muſt deliver the Ball with one 


F behind the Bowling-Creaſe, and within 


the n _n ey ſhall Nr Too Balls 
all pi bf: ES 4 TE: EL dete 


T x 
£4 1 & 
V 4 » * — 
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before he changes Wickets, which he ſhall do 
but once in the ſame Innings. 


He may order the Player at his Wicket to 


ſtand on which Side of it he pleaſes. 
The Striker is out if the Bail is bowled off, 
or the Stump bowled out of the Ground: 

Or if the Ball, from a Stroke” over or under 
his Bat, or upon bis Hands (but not Wrifts) 
is held before it touches the Ground, ng it 
be hugged to the Body of the Catcher : 

Or if, in ſtriking, both his Feet are over the 
Popping-Creaſe, and his Wicket is put down, 
except his Bat is grounded within it; 
Or if he runs out of his Ground to hinder 

& Cen ane 
r Bal is ftruck up, and he wilfully 
frikes it agan: 

Or if, in tunnin * Noth, the Wicket is 
Aruek down by a Throw, or with the Ball in 
Hand, before his Foot, Hand, or Bat, is 
ded over the Popping-Creaſe ; but if the 


Or if the Striker eee or takes up the Ba 


before it has lain ſtill, unleſs at the Requeſt of 
the oppoſite Party: 


Ot if the Striker puts his Leg before the 


Wicket with a Deſign to ſtop the Ball, and 
actually gs the Ball from hitting his 
Wicket by it. 


If the Ployers have croſſed ezch daher, he 


chat runs for the * that is put down. is 
out; 


ail i is off, a Stump muſt be ſtruck out of the 
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out; if they are not croſſed; he that has left the 
Wicket that is put down is out. 1 

When the Ball has been in the Boie er 
Wicket-Keeper's Hands, the Strikers need not 
keep within their Ground till the Umpire has 
called Play; but if the Player goes out of his 
Ground with an Intent to run, before the Ball 
is delivered, the Bowler may put him out. 

When the Ball is ſtruck up in the Running- 
Groum between the Wickets, it is lawful for 
the Strikers to binder its being catched; but 
they muſt neither ſtrike uy nor touch the Aan 
with their Hands. 

If the Ball is Bruck up, the Seriber- may 
8 his Wicket either with his Bat or his 

5 
8 Single-Wicket Matches, if che. Striker 


moves out of his Ground to ſtrike at the 


Ball, he ſhall be allowed no Notch ſor ſuch | 
Stroke, 8418 

The Wicker Keeper ſhall Rand at a ee 
ble Diſtance behind the Wicket, and ſhall not 


move till che Ball is out of the Bowler Hand, 


and ſtrall not, by any Noiſe, incommode the 
Striker; and if his Hands, "Knees, Font, 108 


Head, be over or before the Wicket, a 


the Ball hit it, it ſhall not be out. 

The Umpires ſhall allow two Minutes for 
each Man to come in, and fifteen Minutes be- 
tween each Innings; when the Umpires ſhall 


call Play, the Party refuſing to play ſhall loſe .. 


the Match, 
They 
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They are the ſole Judges of fair and unfair 
Play, and all. Diſputes hall be determined by 
thee 5! 577 „ nm dee q 


l Wöbrn a Staikeritie-bore they -Ire"16"IN0W 


another to come in, and the Perſon hu 
have his Hands in any Part of that Innings 
They are not to order a Player out, un 1 
ap al to by the Adverſaries. 
ut if che Bowler's Foot is not behind iba 
Rowling<Creaie, and within the Return-Creale, 
when he delivers the Ball, the Umpire unaſked 
muſt r Neo 9 18 
If the Strikers run a thor Notch, the Um 
pire-moſt ea No Norch. e 2, a6! HT 


B E ＋ 8. 


U 


1 F. the Notches of one Fuer are laid e 


another, the Bet depends on both Innings, 
unleſs otherwiſe ſpecified; l. 


If one Party beats the other in one ei 
che-Notches in de firſt 1 ningy {all determine, 


the: Bet 107 0 
But if uwetber Party goes in a ſecond Time, 


then'the Bet muſt 'be determined s the Nute 


bets on ip Se £1 PST + 
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* 
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l N Wes 65 
1rty=three: or fout in 
| cath" „ Meg langs WD: the Middle, 
over which the Ball muͤſt be ſtruck, to make 
any Stroke good. "At, the Entrance of a Pen- 
nis -C there is 4 long coveted Paſſage pd 
fore you 8⁰ into the Dedans,' the Place where 
Speckatots uſually are; 3: into which, whenever a 
Ball is played, it counts for a certain Stroke. 
This long Paſſage is divided into different De- 
partments, which are called Galleries, viz. from 
the Line towards the Dedans, is the firſt Gal- 
lery; Door, ſecond Gallery, and the laſt Gal- 
lery; which'is called the Seryice-ſide. From 


the Dedans ot o the laſt Gallery =P the os 
15 25 37 47 


6, each at 3 Varg diſtance 
marking che Unact 8, one of the moſt eſſenti 


Parts of this Game: On the other Side 110 


Line is che rſt Gallery; Door, ſecond Gallery, 


and laſt Gallery, "which is called the Havartde- 
Side: Every Ball played into the laſt Gallery ' 
on this Side tells for'a' certain Stroke; the fame 
as into the 'Dedans. © Between the ſecond" and 


this laſt Gallery are the Figures 1, 2, markin 


the Chaces on the Hazard. Side. Over ing 


long Gallery,” is is the ' Pent-Houſe, on which _ 
the Ball is played'from the Service-Side to be- 
ein a Set of dennis, and if the Player fails 


_ 
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0 Bal as to rebound gonna 


Pent- 
vice-Side, it is reckoned a Fault; two of them 


=xre” counted for a Stroke. If che Ball paſſes. 


reund the Pent-Houſe, on the oppoſite Side of 


the Court, and falls beyond a particular de- 


ſcribed Line, it is called Paſſe, goes for no- 


thing, and the Player is to ſerve again. 


On the Right-hand of the Court from the | 


Dedans, a Part of the Wall 7 more than 
the reſt, in order to make a Variety in the 
Stroke, and render it more difficult to be re- 
turned by the Adverſary, and is called The Tam- 
bour: The Grill. is che laſt ITbing on. > 
Rig ht-hand, wherein if the Ball is Truck, it 
is t e or a certain Stroke. 

A vet of Tenn is conſiſſs of ſix Games, but 


if what is called an Advantage Set is played, two 
muſt be 


ſucceſſive Games above five Games 

won to decide; or, in Caſe it ſhauld be fix 

Games all, two Games muſt ſtill be WO: on 

one Side to concludę the Set. (3 
When the Player gives his Service, i in * 


to begin the Set, bis Adverſary is fuppoſed to 


eturn the Ball, wherever it falls after the firſt 

| Rebaund,. untouched ; for Example; if at the 
Figure 1, the Chace is called ata Y and, that is 

27 5 at a Vard from the Dedans 3. this Chace 
remains till a ſerond e given, and if 

abe Player on the Service 

after his Adverſary returns it, and if Pie Ball 


. berpsen am) one of theſe \guEES 
they 


_ 


uſe).ove 25 certain Line on the Ser- 


de lets the Ball;go 


„ 


S 


8 K * 


MG 


— 
— 
on 


* 
I 
A 
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they muſk change Sides, for lie will be then on the 
Hazard- Side to play for the firſt Chace, which 
if he wins by fitiking the Ball ſo as t0 fall, 
after its fi Rebbured: nearer to the Dedans 
than the Figure 1; without his Adverſary's bes 


ing able to feturn it front its firſt Rebound, he 


wins a Stroke, and then proceeds in like Man- 
ner to win a fecond Stroke, &c. If a Ball 
falls on 4 Eine with this frft Gallery, Door. 
ſecond Gaflety, or ft Gallery, the Chace is 
likewiſe called at ſuch or ſuch a Place, naming 
the Gallery; &c. When it is juſt put over the 
Line, it is called a Chace at he Lite. If che 


Player on the Service-Side returns a Ball with 


ſuch Force as to ſtrike the Wall on the Ha- 
zard-Side, ſo as to reboumd, after the firſt Hop, 
or the Line, it is alfo called a Chace at the 
The Chaces on the Hazard-Side. proceed 
from the Ball being returned either too hard, 
or not hard enough, ſo tflat the Ball, after its 
firſt Rebound, falls on this Zide the Line which 
deſcribes the Hazard- Side Chaces, in which 
Caſe, it is a Chace at 1, 2, &c. provided 
there is no Chace depending, and according to 
the Spot where it exaltly' falls, When they 
change Sides, the Player, in order to win this 
Chace, muſt put the Ball over the Line, any N 
where, ſo that his Adverſary does not return 
it. When there is no Chace on the Hazard- 
Side, all Balls put over the Line from the Ser- 
vice-Side, without being returned, * ; 
| A; 
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The Game, inſtead of being marked one, two, 
three, fout, is called for the firſt Stroke, teen; 
for the ſecond, thirty; ſor che third, farty ; 
and for the fourth, Game, unleſs the layers 
get four Strokes e then, . inſtead; of calling 
It forty all, it is called. Deuce, after which, as 
ſoon as any. Stroke is got, it is called Advan- 
tage, and in caſe the Strokes become equal 
again, Deuce again; till one or the other gets 
two Strokes fe 0 lowing, to win the Game. 

The Odds at this Bame are very uncertain, 
on Account of the Chaces; and various Me- 


thods of giving Odds have deen uſed to render 
a Match equal. 
A Biſque is. the . Odds given. (except 
Choice of the Sides,) and is the Liberty of ſcor- 
ing a Stroke whenever the Player, ho receives 
the Advantage, chaoſes ; for Example, let a 
Game to be forty to thirty, he who is forty: by 
taking the Biſſue becomes Game. | 

Fifteen, is à Stroke given. at the Besinniag 
of a Game, EET 

12 75 -thirty, is Fifteen given the kirk Came, 
and Thirty the ſecond ; and ſo on to the whole 
Thirty, Forty, c. 

Half- Court, is. confining the Player to play 
into the Adverſary's Half- court, and is of great 
Advantage to the Adverſary, -_ - 


Touch no Mall, is another great Advantage 
given to the Adverſary. 


ound Services is ſerving the 'Ball ind che 
nt-houſe. 


oe OR N Baris 
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' Barring the Hazards, is not "reckoning, * | 
i Detans, Tambour, Grill, or the laſh My 
lery or the 'Hazard-fide, 22 S. . 
The Odds generally laid, making Aﬀlorance- 
for particular Circurnſtanees, are as follow: 
 *The firſt Stroke being won between even 


Players, that is, fifteen: Love, the Odds are, 
Of the ſingle Game — —M 


* 8 > 1 2 4 : 3 ; I * | 
1 175 Love „ 
. „% 1 [ S 


* * 44 


The Gade of a four Game ſet, when the firſt 
Game is won, are 7 64 


When two Games Love — | 4 to 1 
Three Games Love _ © RED I to. 1 


When two Games to one | Eo arc 


"to 1 
The Odds of a ſix Game 2 when fy firſt 
Game is won, are — 3 0 2 
When two Games Love ee 
Three Games Love — 4 to r 
Four Games Love — 10 to I. 
Five Games Love — 21 t-to 
When two Games to ne 8 ꝗFo 5 
Three Games to onSe — 5 to 2 
Four Games to one — tc I 
Five Games to one — 15 tor 
When three Games to two” — 0 FE 
Four Games to two — 4 0 1 
Five Games to two — 10 to 1 


La When 
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When. four Games to three 
Five Games Wes. | + 
The Odds of an Advantage ſet, when the fir 


115 
8 
8 


we 


8 . 


5 2 * mn — — 8 8 * 40 ** 2 


Same is won, ae 5 to. 
When two Games Love —— 7 to 
Three Games Love nm. © 3 to 
our Games Love — 5 to 
Five Games Love — 25. to 
When two Games to one — "4 to 
Three Games to one  —— 2 to 
Four Games to one — 7c 
Five Games to one — 10 to 
When three Games to two —— 3 to 
Four Games to two — 3 to 
Five Games to two —— 3 to 
W hen four Games to three —— 8 toe 
Five Games to three, | — 3 to 
When five Games to four ——— 2 to 
Vie ſix e to five” — ., 540; 
3 
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"TT H15 Game is admited for the Simplicity 
Iand Fairneſs with-which, it is 32 
dending entirely upotx Chance, being ſeon de- 
cided, and not requiring that Attention which: 
moſt other Games on the Cards do, and there- 

fore calculated for thoſe who love to ſport upon 
an equal Chance.  _ wy 

It is called Quinze, from fifteen being the 
Game, which muſt be made in the followin 
Manner : Firſt, the Cards muſt be ſhuffled by 
the two Players (for only two commonly play 
this Game) and when they have cut for Deal, 
which is the Buſineſs of him who cuts the 
loweſt, the Dealer has the Privilege, as at all 
other Games, to ſhuffle them laſt ; this being 
done, the Adyerfary cuts them, after which the 
Dealer gives one Card to his Adverſary, and 
one to himſelf; if the Adverſary does not like 
his Card, he-has a Right to have as many Cards 
given to him, one after the other, as will make 
fifteen, or come neareſt to it, which are uſually 
given from the Top of the Pack: For Example, 
if he ſhould have a Deuce, and draws a Five, 
which make ſeyen, he muſt go on again, in 
Hopes of coming nearer to fifteen ; if he draws . 
an Eight, which make juſt fifteen, and being 
Eldeſt-hand, he is ſure of winning the Game; 

| at rm. 1 | but 
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„ as 9, ot 
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but if he oyer-draws himſelf, and makes above 
Kfteen, he loſes, unleſs the Dealer does the 

ſame, in which Caſe, it is a drawn Game, and 

they double their Stakes; thus 1 0-2! | 
one of them has won the Game by 

and being neareſt to fifteen, &c. At the End df 
each Game the Cards are put up and ſhuffled, 
and the Players cut for Deal, the Elder-hand 
having the Advantage... 
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AN Number of Perſons may play, The 
Perſon who takes the Box and Dice throws - 
a Main, that is to ſay, a Chance for the C . 


pany, which muſt be above four, and not ex- 
ceed nine, otherwiſe it is no Main, conſe- 

uently he muſt keep throwing till he brings 
5 ſix, ſeven, eight, or nine; this done, he 


muſt throw, his own Chance, which may be. 
any above three, and not exceeding ten; if 
he throws two Aces or. Trois- ace (commonly 
called - Crabs) he Joſes his Stakes, let the 
Company's Chance, which we call the Main, 


be what it will. If the Main ſhould be ſeyen, 
and ſeven or eleven is thrown. immediately 


after, it is what is called a. Nick, and the 
Caſter (the preſent Player) wins out his Stakes. 
If eight be the Main, and eight or twelve is 
thrown immediately after, it is alſo called a 

Nick, and the Caſter wins his Stakes. The 
Caſter throwing any. other Number for the 
Main, ſuch as are admitted, and. brings the 


ſame Number directly afterwards, it is like 


wiſe termed a Nick, and he alſo wins what-., 
ever Stakes he has made. Every three ſuc-. 
ceſſive Mains the Cafter wins, he pays halt a. 
Guinea to the Box or Furniſher of the Dice. 
The Meaning of a Stake or Bett at this 
Game ſomewhat differs from any other. If 4 
8 CCTV 
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Perſon chooſes to lay ſome Money * the 


Thrower or Caster: he muſt put his Caſh. 
upon the Table, Within a Circle which is de- 


ſcribed. for that Purpoſe : When he has done 


this, if the Caſter agrees to it, he knocks the ; 


Bex upon the Table at the Perſon's Ay 
-with whom be intends to: bett, or particularly 
| mentions at whoſe Money he throws, which is 


ſofficient/ id he is oblived to anfwer whatever 


dum is dows, unleſs fe” Staker calls to co 


ver; mn that Cafe the Caſter is obliged to ſtake 


l otherwiſe the Betts wauld be void. It is 


ohticnaÞ in the Perſon who betts with the 
'hrower,:to bar any Throw which the Caſter 
may he going te ealt, provided neither of the 


Dice i ſeen ; if one Die ſhould be diſeovered, 


the [Caſter muſt throw the: other to it, unteſs ; 1 


the Throw is batred in proper Fime. 


he common Odds, which are abſolvtely 
neceſſary to be underſtood, before any Body 


Fr or bett at this Game, are as 
fonow.: i 


If ſeven is thrown-for a Main, and ur he 
Chance, it is two to one againſt the Perſon 
Wp throws: If fix to four is chrown, ſive to 
three; if five to four is thrown, four to three: 
ſeven, to nine, three to two: ſeven to fix, 
three to two, bartjng the two Trois; with the 
two Trois, only fix to fte: ſeven to five, 
three" ta two: fix to five, an even Bett, 
barring the Doublets or the two Trois, with 
the 'T ois, a to four: eight to five, an even 

of „„ Bett, 


"of 4 
| 107 1271 
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Bett, barring the two Fours, five to four 
with the two Fours: nine to ſwe, even: nine 
to four, is four to three: The Nick of Seven 
is ſeven to two, but often laid but ten to three, 
and five to one you do not nick Six or Eight. 
To illuſtrate theſe Calculations ſtill more 


| clearly, the: following Table may be * 5p 


TABLE of "the S. 


7 to 4 is 2 to 1 
6 to 4 is 5 to 3 
5 to 4 is 4 to 3 35 
7 to 9 ig 3 co 2 8 
8 i; 3 to 24 barring two Trois 
7 6 to 543 with the two Trois. 
7 to 5 is 3 to 2 
even, barring t two Too. 8 
5 to 4 with two Trois. 
8 © 1 even, barring two Fours. 
3 75 to 4 with two Fours. 
9 to; N een 
9 to 4 is 4 to 3 N 
The Nick of Seven is ſeven to two, ollen 
laid ten to three, 
The Nick of Six ack Eight 3 s Eve to ene; 
It is neceſſary to be perfectly Maſter of theſe 


6 to 5 


Odds, fo as to haye them as quick as thought, 


in order to play the prudent Game, and to 
make Uſe of them by way of inſuring Betts in 
what is called Hedging, in caſe the Chance 
happens to be not a likely one; for by taking 
the VO. a. 207 Calculator ſecures himlel 
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and often ſtands Part of his Bett to a Certaint : 


y 
For Example, if Seven is the Main, and Four 


the Chance, and he has five Pounds depending 
-on the Main, by taking fix Pounds to three; 
he muſt either win two Pounds or one Pound 
and, on the contrary, if he does not like his 


- 


Chance, by laying- the Odds againſt himſelf; : 
he een Proportion to the Bett he bas 


made. N wee hes 


THE, 


* 1 1 


- — — 
„ , 7 * % 
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Puts Ga may be RAR ns almoſt 


1 


any Number of e although only 
one Pack of Cards is uſed at a Time, that is 
to ſay, during the Deal. The Dealer, whom. 
ſome think has an Advantage, begins by uf. 
fling the Cards, and having them cut by an, 
other Perſon of the Party; after which he deals __ * 


out two Cards on his Leſt-hand, turning them 


up; then one for himſelf, and a fourth, which 
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he places in the Middle of the Table, for the 


Company, called the rejauiſſance Card. Upon Id 
this Card, any, or all of the Company, Sx; 


cept. the Dealer, ma) 
the Dealer is obligec 


by different Perſons, 
2 turning the Cards upwards, one by one, 


till two of à Sort appear; for Inſtance, two - 
Aces, two Deuces, &c. which in order to ſe- 
parate, and that no Perſon may miſtake for 
ſingle Cards, he places on each Side of bis 
own Card; and as often as two, three, or the 
fourth Card of a Sort come up; he always 
places them, as before Taid, on &ach Side his 
own. Any fingle Card the Company has a 
Right to take and put their Money upon, un- 


7 put their Money, Which ; 


| to anſwer, by ſtaking an "i 
equal Sum to the Whole that. is put upon TORE 


He continues dealing 


leſs the Dealer“ s een Card 80 to be 5 55 | 


. 3 4 — 
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ble, which often occurs by his Card being the 


ſame as one of the two Hand Cards which he 


Hrſt of all dealt out on his Left-hand: thus 
he continues dealing tilt he brings either their 


Cards, or his own. | As long as his own Card 


remains undrawn he wins; and whichever ; ; 


Card comes up firſt; loſes: If he draws or 
deals but the two Cards on his Left, which 


are called the- Hand-Cards, before his own; he 1 


is entirled to deal again; the Advantage of 
Which is no other, than his being exempted 
from loſing when he draws a nil Card to 


his own iminediately Ne 515d he has turned up 


one for himſelf. - 


This Game is e played more Rp 


without the rejoniſſance Card, giving every Per- 
ſon round the Fable a Card te put their Mo- 


ney upon. | Sometimes it is ayed by dealing 8 
only two Cards, one for the I Dealer, 1 25 ano- 


n for 9 Seen 
. 
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10 
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